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Holy Mackerel, 
even my hair hurts. 


" . 
Introducing, Contender. The brutally fun boxing game. 
Boxing isn't pretty. In Contender, you'll face 40 different thugs, all with their own look and fighting style. You 
can throw jabs, combinations and arcade-style knockout punches. Plus, you can build up the strength of your favorite fighter, 
save it to a memory card, and pummel a friend later. In short, it’s a good old-fashioned, mano-a-mano slugfest. 


VO 
EXmail» 


A forum for our intelligent and pleasant readers to voice their valuable opinions 
and let us make fun of them. 

EXcessory:> pll 
Mare shiny new peripherals to plug into your PlayStation, Read these pages, 
buy these products, and well give you a fresh ham (maybe). 


EXnews:> pl4 
Big news this month! Sosa appears in Triple Play 2000 (but not McGwire), 
Psygnosis shuts dawn U.S. development, Parappa 2, FF collection for the Japanese, 
Acclaim posts profits, Konami makes MGS trading cards, ASCII brings Fighter 
Maker back to life, Tiger brings South Park uncensored, and Connectix plays 
PlayStation games on the Mac. 


EXecute:> p 

Three big old pages of cheatin’ this issue, with several codes made just for kids. 
EXcerpt> p24 

A candid conversation with the producers of Rollcage. 


EXclusive:> p28 


Amazing information on Alien Ressurection, Need For Speed 4, Street Fighter 
Alpha 3, Warzone 2400 and Centipede, Whoa, 


MARCH 1999 


EXtreme:> p40 
A four page blowout on 389 s incredible Syphon Filter. Whoa. 
DXpecting» раб 


We've got a big fat spread full of five games that arent out yet. Check it out 
and see for yourself. Whoa. 


SParts» p4g 
Sports. Just the word itself delivers such excitement. It's just that cool. Wow. 
DXrated» pal 


Were a little short on games to review this month. So, instead, were doing a 
special on the history of chickens in videogames (no, nat really). 


EXhibition:> 070 
Whoa. А brand new section! Looks like well be laying the history of a genre before 
your very eyes each month in EXhibition! That's just so cool! This month, Retrogames! 


Dipart» 076 


Resident Evil meets DieHard Trilogy with Deep ls from Sammy. (Not American 
Sammy, not Canadian Sammy, just Sammy.) 


EXcavate:> 078 


We went insane this month and listed all of aur ratings. Ever. 
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Well, the holidays have come and gone, and things are finally starting to slow down a bit ' 
and are getting back to normal around here at the Dimension Publishing offices. The deluge 
of holiday titles that are pumped through the pipeline between October and December, which 
annually overflow retailer's shelves, have thinned out to but a trickle. Adding to the 
typical first quarter game drought, developers and publishers have entered into what we 
call their “stealth mode’, as they become very hush-hush about upcoming projects in order 
to make a big splash at this year's E3 (which is approaching just around the corner in May). 
The good news: This doesn't mean there arent some major gaming events taking place in 
the next few months. To justify this statement, look no further than the game gracing this 
very cover — 989 Studios/Eidectic’s brilliant espionage thriller, Syphon Filter. This game 
blends the best elements of Goldeneye and Metal Gear Solid with a lot of new, unique and 
original gameplay ideas and elements, to create a truly amazing action/adventure experience 
on the PlayStation. Dave couldn't have stated it better in his feature (which starts on 
page 40) when he wrote that this game has it all; a polished 30 engine, tight control, intense 
gameplay, great music and voice, superb storytelling (with an involving plot that is full of 
twists and turns), and the “coolest new lead character to appear since Crash Bandicoot 
and Lara Croft’ (| embellished а bit, Dave. Plus, you forgot to mention my personal favorite, 
Sir Dan Fortesque). Both Dave and | have become very intimate with this title (it's the only 
thing that saved me from complete madness while | was visiting the grandparents over the 
holiday break). And, after beating the game, then playing through a second, third and fourth 
time (in order to write the strategies), | still think it's the coolest. I'm sure you will too. 
On to the other stuff in this month's issue. Since its a slow review month (only five 
games), we tried to give you more of everything else. Included this issue is a complete 
Historical Ranking Chart — which displays every score and metallurgy for every review 
weve ever written in our 44 issue history. Weve also implemented “Exhibition’, a brand new 
column which will be appearing on a monthly basis. Exhibition takes a category or genre 
and offers a comprehensive and complete retrospective on its respective titles since the 
launch of the PlayStation. We kick it off this month with a look at Retro games. Of course, 
theres plenty af Exclusives, an interview with ATD, the developers of Psygnosis new, hi-tech 
racer Rollcage, and the prerequisite news, previews, tips, tricks and chickens. Enjoy the 
issue. 


GREG 
OFF@QUAKE.NET 


DIMENSION PUBLISHING, INC. eases 


^ Extreme 


ote OREG OFF actus LIM LINDQUIST asm DAVID SILVIERA 
CHRIS KRAMER -MARK ANDROVICH ADAM PAVLACKA. ALEX ANDREWS ЛШ 


^ac MARK P. WINDING "iua SUSAN OLOEN WINDING 


MICHAEL A GERARDO ASSOCIATE" INAGITECH 2 DAGQUAKENET 


PSEXTREME (ISSN# 1097-7996) is published monthly by Dimension Publishing, Inc. 1175 Chess Drive, Suite E, Foster City, CA 94404. PERIODICALS POSTAGE RATES PAID at San Mateo, CA and additional mailing offices. POSTMASTER: 
Send address changes to PSExtreme, 1175 Chess Drive, Suite E, Foster City, CA 94404. Newstand distribution is handled through Curtis Circulation Services. For customer service, write: PSExtreme Customer Service Department 
1175 Chess Drive, Suite E, Foster City, CA 94404. All editorial product information should be addressed to same. Unsolicited manuscripts cannot be returned or acknowledged. Entire contents copyright ©1999, Dimension Publishing, 
Inc. All rights reserved. Reproduction in whole or in part without permission is prohibited. “ SEE is a trade name of Dimension Publishing, Inc. Products in these pages are trade names or trademarks of their respective 
companies. Dimension Publishing, Inc. and PSExtreme Magazine are not affiliated with Sony Comput itertainment of America or the companies or products contained herein. PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment, Inc. PRINTED IN THE U.S.A. ээ она ton онон кл окис arem, 


PlayStation and the PlayStation logos istered trademarks of Sony Computer Entertainment Inc. 989 Studios and the 989 Studios lago are PlayStation 
trademarks of Sony Computer Entertainment America Inc. Developed by 989 Studios. © 1999 Sony Computer Entertainment America Inc. 


° 


| 


us ш. ~ 


Dear PSExtreme, 


First, there's no need to make a comment on any other 
magazine. This is obviously the most superior available. 
Now to the business. 

lt seems to me that every game that comes out, you 
need a strategy guide to complete it. lf not, you 
will never get all the secrets or get to the bonus levels. 
This takes away from the game. Now, 1 have to 
purchase a guide to the game. While l'm trying to 
play l must stop every 5-10 minutes to review the 
next section. Isn't this cheating? What happened to 
games that progressively got harder as you went on. 
1 know you guys sell these guides. In fact when 1 
need one, l purchase yours. But, don't you feel this 
takes away from the game? Is my $50 not enough? 
Do you need another $20 for a guide? 


Peace! 
Victor J. 
L.A., СА 


Strategy guides have been around for a long, long 
time... since almost the beginning of videogaming, in 
fact. Remember books with patterns for Pac-man? 
Not all people feel the way you do. Some like to play 
through the game until they те stuck, or bored, then 
buy the guide to extend the life of the game. Besides, 
who wants to play a game that doesn’t challenge 
them? 


Dear PSExtreme, 


1л November's magazine you were showing the ESPN 
games, like the Hockey and Basketball. 1 have not 
seen those in the stores or at Blockbuster video. When 
are they coming out? Are the games any good? 15 the 
hockey like NHL Face Off 77? What about the 
basketball one, is it like NBA Live 997 


Sincerely, 
Tim Swade 


| The ESPN Hockey and Basketball games have been 
` bought by Fox Sports. The games were pretty bland 
when we saw them last, but Fox is going to be doing 
‘a lot of work on the titles. We'll put some more info 
in the next issue of PSExtreme Sports regarding these 
titles. 


' Dear PSExtreme, 


One day, while 1 was thinking about how much 1 
loved your mag. | noticed that, whenever l read your 
reviews, | end up searching for the bad games. Don't 
ask me why this is. 1 guess 1 just like to read about 
games that suck, and l guess | like to read reviews 


where the reviewer "trashes" the game. | especially 
liked the review on Tales of Destiny (Nov78). 1 think 
you guys were totally right, and the guy that wrote 
the letter and was complaining about the review 
needs to buy а 16bit system instead of a PSX. Anyway, 
1 was thinking that you guys could add a section in 
your mag where you rate and review really awful 
games, and at the end of every month, pick a game 
to be the "Worst Game of the Month." Or, you could 
do it at the end of every year. l just thought that 
might be something cool that no other mag would 
have, and you guys would be the first to do it. 


Thanks, 
ALien_CG (Clan Gore) 


Yes, it’s great fun to bash bad games and great fun 
to read about them. However, we don’t think it makes 
sense to start a Whole section just for game bashing, 
however fun it may be. We'll just stick it to ‘em 
when the need arises. 


Dear PSExtreme, 


Hi! 1 am Derek Сит, l don't have a computer so 
all 1 have to do all day is play PlayStation or read 
your magazine or Tips and Tricks. In your November 
issue with Test Drive 5 on the cover, | read your 
letters section. | think that m_simbajon (the guy who 
wrote you the hate letter) is a real #!?*@-S. 
Basically my day consists of beating Diablo (my all 
-time favorite game ever) and talking to Kyle. my friend 
who is also a lover of PlayStation (especially RPG's). 
1 also love RPG's and reading your magazine. Anyone 
who doesn't love your magazine deserves the death 
chair or an axe to the head! I’ve started a list of 
people for me and my posse to “rub out” some day. 
lt consists of that “т, simbajon" guy and the one 
who buys bootleg PlayStation games! We would be 
glad to take out anyone you have m mind! Tell "Graeme 
Schwindt” that he kicks a" 

1 don’t know anything about a PlayStation 2, but 
my cousins recently bought a new PlayStation and, 
when you listen to music on it, you can also draw 
and do other cool stuff! 1 also agree with that dan- 
0316 guy on Saga Frontier. lt totally sucked, and talk 
about taking up too much memory space! 

1 have read а few “Official PlayStation magazines” 
and | didn’t care much for them. They were ok, but 
1 think your magazine is a better choice! 

1 think cheating on games sucks most of the time. 
Like on Diablo, | used the GameShark and it blew 
hairy pore. (Me and my crew use the word pore instead 
of “censored”, so if | write it, you know it is referring 
to а "censored"). А few final words — Hexen sucks, 
Diablo kicks pore and | own a pet rat named misty! 
She loves you guys too! Well, l guess l ve run out of 
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things to say. | EY 


‘Derek Cuillim 


Derek, you nutty kid. You've gol good intentions and 
we love you, but you really shouldn’t rub people 
out. We'd hate to see а nice kid like you go to jail. 


Dear PSExtreme, | 
| 
l wrote a letter to you people а couple of months ago, 
stating that your magazine was а пр off. | was wrong 
and would like to apologize to you people. 1 had 
you confused with another magazine, and for that 1 
| 


am sony. 


Michael Sinbajon 


You're a man for admitting your mistake. Thanks. 
Hey, Derek, see? He is a nice guy after all. | 


i | 


Dear PSExtreme, 


Hi. My name is Jason Park and 1 live in B.C. Canada. 
First, | want to say you guys make the best magazines 
out there that you could buy. Anyway, l heard gray 
isn't the only colour of PlayStation. There also is 
green, blue and black. What are the difevences? 
Where can 1 buy them? How much will it he? ^ 
By the way, 1 also heard from my friend that there 
will be Chrono Trigger 2 for PSX in thé year of 2001. 
15 that true? Wouldn't PSX be dead by then ‘cause 
of Dreamcast? And, one more thing, When you guys 
rated Metal Gear Solid with 78 %, | don't agree with 
that. | think it should have been 100%! Same with 
Parasite Eve 


? Jason 
You heard right about the different colored 
PlayStations. Sadly, the only differently colored unit 
you, as a consumer, can buy is black. Black is the 
color of the Net Yarozee, which is a development 
system targeted at the hobbyist, lt also comes with 
black controllers and lets you play import games 
(but not bootlegs). The blue PlayStations are for the 


press only. They cost $2,500 and are made to play f 


“gold disks” (pre-release games). Green PlayStations 
are for game developers. Жала Gaii d 
blue's, but have more RAM. Remember, 

always spray paint. 

As for the Chrono Trigger 2 thing, the rumor 
heard was probably the one about it coming 

on the PSX2. There have been no officially. 


games for the PlayStation2. ! 
Dear PSExtreme, 


Hi. My name is Hector Ortiz, from Mexico, and | was 
able to pick up a couple of your issues. | am very 
glad to be able to acquire them in my local import 
magazine store (though the lousy import price sets 
each unit at about 67 pesos: 6.70 dollars) Anyway, 
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X | 
the issues that have included free demo discs (sony. 
| don't, remember if it was you, The local distributor, 
Dimsa, distributes ЕСМ, Gamepro, Ps magazine, etc... 
), are the only ones | never find. 15 there any way 
of subscribing from down here? 
V consider your mag the best in the market. There, 
1 can see the ratings of the new PSX imports. However, 
Most of these games have very inflated prices (due 
to the lack of availability of decent PSX material, 
due to\GAMELA'S apparent efforts to only aid "the 
big N/). Móst of the software 1 am able to buy is 
pirated, thetefore, almóst every PSX sold here has 
a Mod chip. | would like to ask you for a favor. Please 
help,encomage PlayStation distributors to consider 
the Latin American market. lt is very hard to obtain 
i riginal PSX games, due to the flourishing 
usiness of piracy, and GAMELA's apparent 
impossibility to stop it. GAMELA is "GAME Latin 
America", though they only seem to side with 
Nintendo. The local Videogame magazine covers ONLY 
ose systems. The 67 peso price tag on PSExtreme 
makes it hard for local readers to find out which system 
REALLY RULES (PSX, of course). 
‘Anyway, 1 also have some questions. l read on the 
internet the other day that Chrono Trigger 2 would 
Come out for PSX2. 1 know you guys might know if 
that is just амер rumor or a well founded suspicion, 
right? 
Second: ls there any way to restore scratched PSX 
discs to life? My disc 2 of FF7 was badly scratched 
Бу an intruding object in the PSX (due to the object's 
transparency, l was unable to properly notice such 
object, thus, the only alert was the terrifying bzzz 
sound that only this kind of tragedy utters), and now 
l can't get it to work. Or, where can | buy ONLY 
disc 2? 
‘Third: What is the system data in SaGa frontier for? 
Fourth: What are the overall BEST RPG's (current 
or upeoming) for the PSX? 
Thanks for your attention. | will surely write back. 
hope you find a way to answer my multiple questions 
(prefetably multiple answers, right?) Happy holidays. 
I 


K y 


rU ' Your assiduous reader: 
Л Hector Ortiz 


Sorry to hear about the piracy problems there in 
Mexico. There's not a whole lot game companies can 
do unless your government is willing to help. As 
for your questions; 1) There have been no officially 
announced games for the PlayStation2. 2) There 
is e called “WipeOut” that claims to be 
ble tp remove scratches from any type of optical 
disc. lt's made by Esprit Development Corp, in New 


Jersey) wwwicdrepair.com. З) Dunno. 4) That's far 


too subjective a subject to give a meaningful answer, 
BUT, we're pretty impressed with Legend of Legaia, 


which was made by the same people who made Wild 
Anns. 


Dear РЗЕхпете, 


th my marly years of gaming | have played many games, 


seen the rise of such great titles as the Final Fantasy 
Saga, and the fall to such games as Batman and Robin 
(was there even a rise to this game”). | have also seen 
games that have been previewed, but have never hit 
the market. One such game is Elric. 

l have seem to forgotten which issue it was previewed 
in. Well, anyway, WHERE THE %1S& IS 117 

You guys rule!!! 


Thanks, 
Tm 


PS- Sony for the outburst. 


Elric has gone on to the great game resting place 
in the sky, where all the unreleased games go to die. 
Just forget you ever heard of it. 


Dear PSExtreme, 


L rented Tennis Arena over the holidays and thoroughly 
enjoyed the four player competition that it provides. 
‘The gameplay and concept jarred my memory and got 
me thinking of volleyball. | remembered the many 
hours my brother and | would spend playing EA's 
Kings of the Beach for the Commodore 64 and PC. 
Another excellent volleyball game | have fond memories 
of was for the Nintendo and its four player adapter. 
Are there any plans for volleyball games in the making? 
Or, if you could pass on the info to EA sports to 
reinvent the Kings of the Beach game. 

This brings me to another memory of the C64; the 
game Racing Destruction Set. This was another title 
that kept me busy for hours at a time, especially when 
creating а new track for my friends and 1 to race. 1 
am curious why more developers haven't tapped into 
the wealth of information from the older games. 
‘The incredible gameplay and simplicity found in some 
of those titles could be revived. | believe many of the 
producers are caught up in the hype of graphics or 
screenshot art for packaging. | have Micro Machines 
V3 for the PSX, but something is lacking compared 
to Nintendo's RC Racer or the racing title by 
Mindscape for the Super Nintendo. With the 
proliferation of racing titles for the PSX, one would 
think that any new game released would be aware of 
the histories and gameplay of competing titles. 

On a general note, many of the previous issues of PS 
Extreme there seemed to be a lack of games that have 
strong replay value. Many of them are single play 
games. Thank goodness for Blockbuster's video game 
rental, or | would be broke with a pile of skunky 
games. | think this should be the number one factor 
ina game. People still play Monopoly, Checkers, and 
Chess not because of the graphics or fancy packaging, 
but the competition. Please give me hope that there 
are games in development worthy of spending hours 
at a time, that suck you in. 


Happy Gaming, 
Rob Shoaff 


There was a volleyball game released in Japan, but 


public @pinien, 


there's been no word of anyone considering a U.S. 
volleyball game. Sorry. 


Dear PSExtreme, 


I rarely write to video game magazines, but 1 really 
have to take issue with your "Dreamcast A Bust" 
article in your "Playstation Gaming News" section 
of your February 1999 issue. Let me start off by 
saying l am a big Playstation fan and have been since 
its 1795 release- | own over 50 titles for the system. 
I also enjoy your coverage a great deal, that's why 
1 was so surprised and offended by this obvious (and 
unnecessary) bashing of Dreamcast. 

First of all, a biased rant like this one has no business 
being in your "Playstation News" section. And l am 
quite convinced the author has never played the 
Dreamcast version of VF3: TB as he calls it "a shadow 
of its arcade self." The truth, obvious to anyone who 
has played the game, is that this a 78% perfect 
arcade conversion of a super high-end arcade machine. 
The author goes on to mention how the Dreamcast 
launch is similar to the Saturn launch with Virtua 
Fighter and "garbage software." While 1 agree that 
the other launch titles are less than impressive, 
the author seems to forget that the Playstation 
launched in Japan with one killer app (Ridge Racer) 
and a bunch of sub-par titles (Crime Crackers, 
anyone?). Yet, the Playstation turned out all right 
and so will the Dreamcast. Sonic Adventure, the 
most graphically impressive game 1 have ever seen 
in or out of an arcade, will sell systems alone. 
Continue your excellent Playstation coverage but 
be careful about offending those of us that own 
multiple systems. 


Ed Reynolds 


We apologize for our absolutely biased tidbit on the 
Dreamcast. The folks here in the PSExtreme super- 
complex had been feeling pretty fed up with certain 
other multi-platform magazines touting that the 
Dreamcast was the next big thing and would destroy 
Sony and Nintendo in one big squish. When we 
finally got our Dreamcasts, it was obvious Sony and 
Nintendo had nothing to worry about. These titles, 
which the other mags raved about, were basically 
crap. Even now that we've got Sonic, we're still 
disappointed. The graphics are wonderful, but Sonic 
is so flealike, lacking precise control and a horrible 
camera, and no real sense of adventure. 
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< decides he's going with 


` deuce - even though Та collared" 


Guess” don't give him any black, 


and we lose 


Don't pull a Merkle'^ Hit our website: 
www.highheat.com 


= (1) a player that hits well in batting practice, but poorly during games. (2) a pitch with nothing on it. 

(3) an extremely weak hit. (4) a hit eluding the best infielder’s tiny glove. (5) a pushover hitter. (6) a bat 
masa |, — made with poor wood. (7) a reference to the sultry pop singer's signature 60's song "Is That All There Is?", 
i.e., is that all there is to the pitch? (see nudist ). (8) a manager with a tendency to pull a pitcher at the first 


< uel sign of trouble. (9) the most physically unattractive player on any ball club. (10) a first-year player with a 
E LBS good curveball. (11) kept him from reaching base safely. (12) a player who rarely makes solid contact. 
(М (13) the umpire. (14) corners of home plate. (15) a base-on-balls or a walk. (16) a bone head play. 


©) 1999 The 300 Company. All Rights Reserved. High Heat Baseball, 300, and their respective logos, are registered trademarks and/or service marks of The 300 Company in the U.S. and other countries. All other 


= the ugly head’ rook’ with the 


GNIS 


so the rook’ issues the Annie Oakley” 
2 


(Sure you can talk the talk, but can you walk the walk?) 


[ ] fi 


TM 
“If you love baseball..this is the only game in town." - GamerzEdge 3D O 


trademarks belong to their respective owners. © MLBPA Official Licensee - Major League Baseball Players Association. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
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ames are part of whats made the з so great, Steering wheels : the system, however, dont share 
Ive played ten All and not one of them is worth Keeping; | just keep going back to the standard Dual Shock analog controller. 
Š үг just plain bad, їз that they don't enhance the gaming experience beyond that oF the standard controller and are often times much 
-harder to use, ASCH reputation fr putting out quality goods is well deserved and it is because of this that | didt immediately write this wheel off as 
D another me lu effort, The wheel supports bth digital and analog control, contains the required vibration mode and includes the pedal set as well 
' Placed on the wheel is the D pad, as well as the standard PlayStation button configuration. Behind the wheel аге the L2, RIRZ - 

buttons plus two additional button that act as gear shifts for when your re using the game in manual transmission They act very similar to paddle shifters on an Fl саг The wheel idi is light-weight and 
ИЩ ust about the right size. It's not as big and bulky as mast of the other wheels Кет available, | used Psygnosis Fl 98 as my test case and found the controls to be reasonably responsive and easy to 
FAEN use. Whether it was with the actual pedals ог the controls on the wheel, acceleration and braking. as well as steering contral, were very easy to master. The problem is the inherent placement factor, The 
wheel comes equipped with suction cups on the bottom which really dont help. There is no place to put the thing when youre using it. Ultimately, | ink this is why | prefer the standard controller, its just 
E] easier to use. If you like the idea of racing with an actual wheel instead ofa hand held controller, however, then А0115 Aftershock deserves your attention, 


3! S 
MARGATE A 
seen it all, out comes the Wrist Rumbler from Mad Catz. This little vibrator uses two AM 
ly into the controller port on your PlayStation. You then simply plug a controller (it doesn't have 
nck compatible) into the back of the Wrist Rumbler, piggy-back style. The actual piece of plastic 
the rumbling is on the end of a 5 foot cord that connects to the controller port unit, and it wraps around your wrist 
а simple piece of velcro. There is a red covered lens (shaped like a small Star Trek space capsule thingy) at the end | “s 
г of the vibrator that flashes when the unit is functioning. However, since it's on your wrist, and youre looking at the TV ње 
š while playing, why the thing flashes is anybody's guess. Actually, why anybody would want this thing is 
anybody guess. Let's say you dont have a Dual Shock, but still want the buzzing experience, youre going 
to tell us you would rather buy this than spend an extra $10 and get a Dual Shack (with analog support, 
to boot!)? Not likely. And, let's say you've already got a Dual Shock, but for some reason youd rather have your wrist tingle than your fingers? Uh, not 
likely. | guess you could get some double sided tape, stick the Wrist Rumbler on your forehead, and then play Contender or Knockout Kings and feel the 
punishment as you get slapped upside the head! Hey now, that's using the ol noodle! 
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š mde iure inten D prt This hand- nis E rome wil te of god-awful smelling Vp veta anda? 
per Я рану clth Wipe Dut is billed as a serious tool you will use to remove scratches fram your valuable CD collections.” 
~The idea is that you сат polish the scratch right off | disc with the cleaning solution, The first step is to wash the dise with dishwashing на ar good of soap and water. Once its ( 
T "uan and dry, find the scratch apply the solution and rub hard on the dis. The directions stress the fact that “elbow grease” is required to help grind out the damage and polish the | 
afflicted area | 
| experimented with a copy of ODT from Psygnosis, which | scratched once lightly with a pin cause | didnt care if that particular game worked or mot. | put a small 
scratch across the begining of the dis, as might happen with normal wear and tear. | then washed the disc and applied the soltion. The directions tell you to apply HEC 
ane drop, but the container was not one-drop friendly. A huge gloop of the stuff gooed out onto the surface of the disc, which | wiped up and scooped back in. After rubbing for a few minutes, | 
didnt notice the scratch shrinking or disappearing, sa | applied more доор and rubbed some more. Eventual, | grew tired of rubbing, washed off the disc, dried it and stuck it into the PlayStation, 
No luck, The system booted to the PlayStation logo, then stopped working. All| got for my trouble was a dead ODT (no big loss there), а headrush from sniffing the fumes from the Wipe Out solution 
and dried доор under my fingernails that took me two days to scrape off, Maybe the Wipe Dut Kit will work better for you, but you can color me unimpressed, 
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The legena of Forsena 


X Í Use over 50 monsters to aid you їп your quest to unify, the comment) 


From the publishers who brought you Tu 
[5 Kartia, Persona, Ogre Battle and. Tactics Ogre. у 


Xp polygonal трап scenes enhance your perception of reality! 


X [Engage im Massive battles to alter the course of your countrys destiny! 


M Enjoy; оуег 50 hoursjot gameplay with each: of the five characters! 
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ANS GO TO GAMES. š 
All the crowd-erupting college dunks, from windmills 
to alley-oops, for when it's time to send a message. 
FAN ATI C s H E LP WI N TH E M. bf course, feel free to do it just for show. 


More than 250 NCAA? Division | teams, real uniforms and 
real floors. Also real adrenaline, real pressure and real 
depression after a missed three-pointer for the win. 


HOM D = te 


With Quinn Buckner’ play-by- B he'll be sure to 
point out a sweet finger roll or pull-up J, but get sloppy 
and he'll make you feel like a red-shirt freshman. 


NCAA 


NALFOUR, 
GEJ 


ово) 


SPORTS 


s м 
Nothing brings the student body to their feet faster 
www.989sports.com than a soaring dunk over a 6'9"power forward. 


MeGiwire Busy; Other Guy Fills In For Y wo Bucks and Copy 
of “Small Soldiers” 


Sammy Sosa, 1998 National League MVP and co-star 
in last year’s home run race, will lend his likeness 
to EA Sports’ Triple Play 2000, for the Nintendo 
64, PlayStation, and PC platforms, expected in time 
for the start of the 1999 baseball season. Not only 
will Sosa’s dollar-signs-in-the-eyes mug appear on the 
boxes, but he will also serve as a consultant to the 
game’s developers (“No, I’m not pretty enough. Give 
my ass some more polygons, por favor”). Terms of 
the agreement between Sosa and EA were not disclosed 
for, fear that we'd laugh at both parties. 


Damage Control Update #3: Psygnosis Shuts Down SF 
Development Studio 


In a desperate move to stem the red tide threatening 
to sink the company before Activision begins 
distributiong their new titles (under the just- 
announced new agreement), Psygnosis has recently 
shut down the ill-fated development studio they opened 
in San Francisco a little over a year ago. 20 employees 
were given pink slips, while the remaining group 
were phased into the company’s offices in Foster City 
(where they probably should have been in the first 
place). The Spooky Owl Company's US studios were 
working on a few titles that never saw the light of 
day. Psygnosis has had their share of misses lately 
in the UK (Psybadek, Rascal) and France (ODT) 
without having to pay a lot of people here in the States 
to do the same. 


Time to Rock ‘N Rap: Parappa 2 


Finally! Sony Computer Entertainment recently began 
running commercials in Japan for Parappa 2. While 
not much is immediately clear to those of us non- 
Japanese speakers, the fact that the game is under 
works is reason enough to celebrate. The super-short 
15 second spot shows the Japanese Parappa model 
(sorta like the Crash guy in 
|| the US commercials) playing 
the game, while Katy and a 
new character named Lami 
jam on guitars. It’s way too 
Н early to draw conclusions 


about ‘the game (since there was no singing and 
not much in the way of action at all), the stage was 
a, little more rock than rap. We're not sure what this 
means at this point, since SCEA has remained typically 
tight-lipped about the game. 


Suckers! Final Fantasy 
Collection Ranoynced in Japan 


Sure, the kids in Japan have 
played all the FF games, but 
Square thinks they're ready to shell 
out more cash for the same old thing. 4 
Square Soft has announced it will release 
the Final Fantasy Collection in Japan on March 
11th for PlayStation. The compilation will include 
FF IV, V, and VI, all games originally designed for the 
Super Nintendo. A limited edition version of the set 
will be released containing a clock — get happy! 
Japan's Weekly Famitsu (one of the largest and 
longest-running video game magazines in Japan) 
gave the bundle 54 out of 60, which shows just how 
insane their reviewers are. Two of the six reviewers 
gave it the full 10 marks just to prove that they love 
Square more than the other four. There has been 
no announcement made by Square regarding a US 
release of the collection. 


Acclaim Reports Qi Profit; Still Wants More of Your Money 
Yo Cover PlayStation "Space Jam’ Development Expenses 


In January, Acclaim Entertainment reported its first- 
quarter 1999 results for the period ending Nov. 30, 
1998. Net revenues for the quarter were up 14 percent 
to $104.8 million, compared with last year’s US$92.3 
million. Net earnings for the quarter totaled $10.3 
million, up from last year’s first-quarter $8 million 
result. Gross revenues by platform broke down to 60 
percent Nintendo 64, 31 percent PlayStation, 5 percent 
PC, and 4 percent on portables and other platforms. 
Acclaim cites strong demand for their N64 titles, since 
their PlayStation games are mostly stinkers. Keep 
all this money in mind next time you're asked to fork 
out $70 of your hard-earned for one of their games. 


Just Because Someone Qut There Must Still Be Buying 
Trading Cards (After All, Eidos Did it) 


Years after the trading card craze has died out with 
the Youth of Today (the passion having been replaced 
with spending thousands of dollars on “retired” 
animal-shaped bean bags that cost a nickel to make 
in Chinese political prisoner “re-education” work 
camps), Konami has decided to enter the fray with 
a series of Metal Gear Solid collector's cards. We'll 
stick to our “Superstars of Adult Video” trading card 
series instead. 


ASCII's Fighter Maker Breathes Again 


After seemingly being cancelled around Ез time last 
year, Fighter Maker looks like it might actually make 
its way over to this 
wonderful land of golden 
opportunity. After a 
deluge of emails and of 
encouragement, ASCII 
has re-evaluted this title 
and, though no release 
date has been confirmed, looks to be bringing this 
title over sometime in 99. The game allows players 
to design their own moves and then use them in a 
Tekken style 3D fighting arena. A really cool idea 
that we can now look forward to seeing soon. As 
always, emails in support of Fighter Maker are 
welcome and can be sent to ASCII directly at 
gamemaster@asciient.com. 


Why Tiger Woods Deserves Ра "WM" Rating, Dude 


Sweet! You know someone's going to lose their job 
(and possibly their head) over this one. EA has just 
had to recall every last copy of Tiger Woods PGA Tour 


'99, due to the inclusion $ 

ES а of a file containing the 

=. m complete and unedited 
a ОО "Spirit of Christmas," the 
nasty animated short that 
rocketed South Park to 
superstardom. If you were 
one of the very few who picked up a copy of the game 
when it was first released, throw it into a PC, look in 
the directory for a file called "ZZdummy.dat" and 
double-click on that bad boy. This beats downloading 
it off of a web site any day! Oh, that loud pounding 
noise you heard coming from Redwood City? That 
was the entire EA Sports PR department slamming 

their heads into a wall at the same time. 
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Think Different, Emulate the PlayStation 


From the “Brave Visionaries or Crazy Stupid?” 
file: San Mateo-based Connectix Corporation 
recently released a retail software program, the 
Virtual Game Station, which enables iMacs or G3- 
based Macintosh computers to play PlayStation 
games. The Virtual Game Station supports a wide 
number of Mac game peripherals, including the 
doyPort from Kernel Productions, which allows 
you to plug in any number of different gamepads, 
wheels and joysticks, including a PlayStation 
controller. 
We spoke with Roy MacDonald, President and CEO 
of Connectix. “Our company sees a lot of hardware 
out there and a lot of software that isn’t compatible 
with all of it. Our mission is to solve that problem 
for the consumers. In the past, we’ve done a PC 
emulator for the Macintosh, which is actually 
more of a Pentium emulator. We have versions 
that run DOS, Windows 95 and Windows 98 on 
the Mac, which include the entire licensed operating 
system. As we developed that product, we thought 
it would be interesting to try to do the same thing 
for the PlayStation, as there were a lot of 
similarities between the two.” 


Insert Game CD 


|Connectix 
| | 


| 

| Virtual 
GAME 
STATION 


Basically, the company has backwards-engineered 
our favorite gray box’s operating system and 
written a program that turns your hard working 
Macintosh into something playful for a change: a 
PlayStation. According to their web site, the VGS 
is in no way “affiliated with, nor authorized, 
endorsed or licenced (sic) in any way by Sony 
Corporation, its affiliates or subsidiaries.” In other 
words, “Houston, we may have a problem here.” 
Dimension Publishing received a copy of the VGS 
in our offices the day it was released. After a few 
minutes of fiddling, resident Mac guru Toolie had 
it up and running on Shaggy’s system. Sure 
enough, just about every game we tried worked 
just peachy on the VGS. Not only that, but games 
loaded faster, because of the G3’s 24x CD-ROM, 
and because the VGS doesn’t bring up the SCHA 
or PlayStation logos as it loads. 

"We're publishing a list of games that work with 
ihe product,” said McDonald. “Our web page has 
a list of games that we can recommend as 


ме h ә? = 


providing an entertaining experience. At last count, 
there were over a hundred titles listed.” 
In the interest of science, we tossed GT Interactive's 
"Invasion From Beyond" (because it was nearby, 
not because we like it) into a G3 and compared 
the load time to a PlayStation that has to be turned 
on its side to play games, then ran a stopwatch 
to see just how long each took to load. The VGS 
loaded “Invasion” in 22.09; the PlayStation clocked 
in at 51.33 seconds, even giving the system the 
enefit of the doubt and clocking from the moment 
the PlayStation logo appeared, not from the 
moment the power button was pushed. 
Even more exciting in a naughty kind of way, 
within two days a hack appeared on the net — 
ihe “Virtual Mod Chip" — which allowed us to 
play Japanese, European and gold discs with no 
problem. Do people on the Internet have nothing 
etter to do with their time? Evidently not. 
McDonald was forthright on this issue: “Obviously, 
we are opposed to software piracy in any form. 
We'll do our best to make that harder for people 
to do in the future. We're interested in protecting 
our own intellectual property as much as we 
are in respecting PlayStation games. Sony has 
established geographical regions for their 
marketing, which is their right to do. We haven’t 
announced international plans for the Game Station 
yet, but we do plan to support regional coding.” 
Tm sure the IDSA, currently spinning their wheels 
trying to drive arcade emulators off the internet, 
were relieved to hear this. In the meantime, we'll 
be grabbing screen shots of the unfinished 
Japanese version of Street Fighter Alpha 3 on the 
Mac instead of our modified PlayStations, thank 
you very much. 
McDonald said in a press release, “While the 
product is not a perfect substitute for Sony 
PlayStation consoles, we believe that our customers 
will be pleased with the experience of using games 
with Connectix Virtual Game Station on their 
Macs.” 
Darn tootin’. When the product was announced 
during the MacWorld expo in San Francisco (where 
it was awarded the honor of “Best of Show” ‘cause 
those crazy Mac guys are such iconoclasts), 
Connectix was selling the software as fast as they 


U e 
could take people’s money, averaging one sale 
every thirty seconds or so. The reason why most 
folks were snapping up the software was primarily 
because they wanted to get a copy before Sony 
inevitably rose Godzilla-like from the depths to 
crush Connectix's happy little application faster 
than you can say, “What’s that big green thing 
coming out of the Bay?” 
Sony as a company has always been viciously 
protective of their products and trademarks. 
Considering that the PlayStation has become the 
second most successful product in their history 
(efter the WalkMan) and attributed to nearly 15% 
of their world-wide bottom line last year, it would 
not be surprising for them to take a dim view 
of a small upstart company challenging their 
hardware sales. Imagine if Sega had produced an 
emulator like this that ran on the Saturn (or, God 
help us, the Dreamcast): Sony probably would 
have responded with a Cease and Desist order 
fired from a cannon aimed at the place where 
Bernie Stolar’s heart should be. 
When asked about the rumored Sony legal 
interaction, McDonald wrote it off as internet 
speculation and huffery. “To my knowledge, Sony 
has not filed any sort of litigation. In fact, I'm not 
in the position to comment on any discussions we 
may have with Sony, either in the past or in the 
future. It’s our belief that there is no Sony 
intellectual property involved in our product. 
“There are two bodies of law that mainly apply 
in a situation like this: copyright and patent. Our 
review persuaded us that we haven’t violated 
either area. In principal when dealing a copyright 
case, you look for something that’s the same. If 
you're looking at two books, you say, ‘Well, this 


sentence in this book is the same as this one over | 


here. There needs to be substantial similarites to 
violate a copyright and we feel that this is not the 
case with Virtual Game Station. Of course, this is 
just a layman's explanation, not one I'd want to 
put before the Supreme Court, but you get the 
idea.” 


At the time of this writing (mid-January), Virtual | 


Game Station was not yet available for purchase. 
McDonald said, “We're not in the channel yet, but 
we will be shortly. Our usual way to market is a 
broad strategy that includes mail order, on-line 
sales and retail chain stores.” Which means that 
once the VGS is available for general consumption, 
you should have no problem finding it. MacDonald 
also revealed that the company is currently 
working on a PC version of the VGS, but had no 
comment beside the fact that they were in 
development. 

During MacWorld, the software was fetching 
$49.99 a pop, but whether that was the actual 
retail price or merely a show special remains to 
be seen, as does the future availability of the 
product. 
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Sony's EIDOS” Konami's 989 Studios" EA's Y 
Crash Bandicoot 3 Warped Tomb Raider 3 Metal Gear Solid — Twisted Metal 3 Nascar 99 
— — — —. | 
= 
7 
i 
lestmonh | то $ m | 3 Simon. | | 4 
average relail price. average retail price average retail price average retail price | | © 3 ‘average retail price 
40 *50 *48 до ` до. — 
Sony's EA's Sony's EA's x 
Crash Bandicoot 2 Madden NFL 99 A Bug's Life Knockout Kings ; 
| 
DESEDYMOE | | 
_ 
, 
то Ө, 
average relail price. mon ‘average relail price. - ‘average retail price. average retail price 
$20 | "UU $40 | 542 $42 
Source: NPD TRSTS Vidéo Games Tracking Service Е 
900 West Shore Road, Port Washinglon, NY 11050 ** Not in Top 10 Last Month 


(516) 625-2294 The ratings reflected above are those of Dimension Publishing and do not represent the opinions of NPD TRSTS. 


«omes highly recommended. No 
true fan of the genre should be 
without a copy." 


- PSM Online 
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= ae "Kil ~ Beating your opponent to a pulp at Guilty Gear. 
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“обе Presents 


Each month we'll pick the best code sent in by 
our loyal and intelligent readers and send 
that person a brand spankin’ new copy of 
ASCII's hot new Drivin’ Destruction game for 
the PlayStation, 

or, if fighting’s | your thing, 

(you decide). But wait! That's 
not all: if you act now, we'll also include 
ASCII's super stylish A 

for the PlayStation, for your 
controlling pleasure, PLUS t 
of the best, the first, monthly dedicated 
PlayStation magazine, , of course! 
Whoa! That’s a lot of cool stuff for just a code; 
what are you waiting for? 


A Bie congrats to this month's winner M 
for these awesome 
Dan teers 3 codes. Good work Martin! 


Highlight the "?" icon at the character selection 
screen. Press Select(x7) followed by any button. 
Marionet will transform into the form of the 
opponent in each match. 


Highlight the "?" icon at the character selection 
screen. Press Select(x5) followed by any button. 
Shadow will transform into the previous opponent in 
the next match, 


Successfully complete the game with Gallon. Then 
highlight Gallon on the character selection screen 
and press Select + PP or Select + KK. 


Successfully beat Hyper Bishamon. Then highlight 
Bishamon on the character selection screen and 
press Select + PP or Select + KK. 


Begin game play in single player mode and do not 
lose in any round and defeat at least two characters 
with EX moves. 


CONTEST RULES: Anyone of any age can enter. The only people not 
eligible to win are employees of Dimension Publishing or ASCII Entertainment, 
their friends, family, pets and anyone they talk to or know of. Dimension Publishing 
reserves ће right to make any and all decisions regarding the contest. One winner 
per month will be chosen, at Dimension Publishing's discretion, based on the code 
or trick supplied by the entrant. If you win but do not specify, in your code 
submission, which prize you want to receive (Armored Core or an ASCII 
SpecializedStick), then we will choose for you. 


Press ви | вз | ва ТИСТИ | из | 81 Mi EB, then 
EDU ar e title Screen. 


Press TAARA "ЕШ, then 
Select at the title screen. 


Press ЮЕШ, ЮРИ, CIB, EE, then Select at the 
options menu to scroll through the various 
screens. Every time Select is pressed, the current 
ring will advance by one. To move in reverse, 
press a. followed by Select. 


Press PAMI, LALALALA, 

("| кл | ст | ст Два | ва ап | ву Мозак о 

the title screen. The offensive and defensive 

attributes of gach гезцеп may now by adjusted. 
IIDDEN WI 

At the Title ps push KXBICIBIEEBIEIB, 

[n2 | n2 | 82 [пг | 

marnm, ; then SELECT 


Select one of the following wrestlers and win any 
championship to unlock the corresponding bonus 
wrestler. 


mus wrestler 
„Eddy Guerrero 
Мап Hammer 
„Stevie Ray 
Scotty Riggs 
„Horace 

„Rey Mysterio Jr. 
„Lodi 


Bret Hart. 
Sting. 
Lex Luger 
The Giant. 
"Diamond" Dallas Page. 
Raven 


Satur: „Sick Boy 
Goldberg ... .Disco Inferno 
Kevin Nas! „Ernest Miller 
Scott Hall.. -The Barbarian 


Curt Hennig .Meng 

"Macho Man" Randy Savage....Fit Finley 

Rick Steiner -Reese 

Scott Steiner ... .Chavo Guerrero Jr. 
Chris Jericho La Parka 


Bryan Adam: „Eric Bischoff 

British Bulldog. . "Mean" Gene Okerlund 
Booker Т..... -Miss Elizabeth 

Dean Malenko -Arn Anderson 

Wrath...... .Bobby Henan 

Ultimo Dragon. Kimberly 

Kidman. .Larry Zbysko 

The Disciple „Sonny Oono 

Chris Benoit. „Steve "Mongo" McMichael 
Scott Norton. Kaz Hayashi 


— CODES, HINTS & TIPS 


dim Neidhart .... 

"Rowdy" Roddy Piper.. Mike Enos 

Buff Bagwell Psychosis 
Kanyon... Juventud Guerrera 
Alex Wright Rick Fuller 


Codes submitted by Sean A. Davis 


Pause the Eo and press 
+, €, +, EB, » ©, Ө. 


Pause the game and press 
LH, e 


OD. 

parce the game and pee » +, #, 9, +, 9, ©. 
TEN ADDITK AL MISSILES: 

Pause the game and ub 


Ө, ©, EEE, +, ©, @, Ө. 


T Al ON 
ete Ше game and press 
on а EH. », ©, >, ©. 


REE LIVES 

Begin a aan and reach the Craterscape level. 
Then, take the extra life located behind the pillar 
on the bridge at the start of the level. After the 
total number of lives have increased, press Start, 
Select, and choose the "Quit" option. Select 

"Yes" to confirm to return to the title screen. 
Select the "Start" and "Continue current game" 
options to restart at the Craterscape level. Collect 
the extra life again from the pillar and repeat 
this process to accumulate an unlimited amount 
of lives. 

Codes submitted by Alfredo Block 


EXHIBITION GAMES 


To access more teams in Exhibition mode enter 
these passwords at the USER PROFILE screen. 


You will hear "Its in the game" if entered 
correctly. You can also access the secret 
Stadiums with any of these passwords. 
1978 Alabama 
1978 Alabama 
1989 Alabama 
1998 Alabama 
1989 Colorado 
1996 Florida 

1998 Florida State 
1996 Florida State 
1982 Georgia 
1983 Miami 


1965 Michigan State 
1991 Michigan 
1983 Nebraska 
1991 Nebraska, 
1998 Nebraska 
1994 Nebraska 
1973 Notre Dame 
1988 Notre Dame 
1989 Notre Dame 
1968 Ohio State 
1979 Ohio State 
1988 Oklahoma 
1987 Oklahoma 
1994 Oregon 
1978 Penn State 
1988 Penn State 
1988 Penn State 
1986 Penn State 


1979 USC 

1991 Washington 
1988 West Virginia 
1985 Alabama 
1975 Arizona State 
1969 Arkansas 


1984 Boston College 
1981 Clemson 

1976 Georgia 

1959 LSU 

1984 Miami 

1973 Michigan 
1997 Michigan 
1966 Michigan State 
1982 Stanford 

1971 Nebraska 
1975 Nebraska 
1997 Nebraska 
1981 North Carolina 
1946 Notre Dame 
1957 Notre Dame 
1966 Notre Dame 
1974 Notre Dame 
1970 Ohio State . 
1973 Ohio State 
1957 Oklahoma, 
1971 Oklahoma 
1956 Mississippi 
1976 Pittsburgh 
1970 Stanford 

1997 Tennessee 
1982 California 
1969 Texas 


1967 USC 

1974 USC 

1988 USC 

1997 Washington St 
1962 Wisconsin 
Tiburon 


Codes submitted by Matt Vanzandt 


Asteroids 
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On the Title Screen when PRESS START is 
flashing Hold Select and press the following 
buttons in order. You will hear a sfx prompt, 
when the cheat is activated. 

UNLOCK CLASSIC ASTEROIDS GAME 
00000200 

UNLOCK FOURTH SHIP 

e@eeoe@eee 

LEVEL SELECT 

9090699 

Once in the game, you can change levels and 
zones and turn collision off... During game play, 
press Select and Start simultaneously. Select 
level, zone, and collision state using the 
directional pad, then press 

CLASSIC ASTEROIDS GAME CODES 


+1 LIFE 
4,4,4%,0,6,0,6 
99 LIVES 

4,0, 4,0,¢«6,%,0 
INVINCIBILITY 
¥,4,%,4,0,0,0,4 


Codes submitted by Julia Roether 


Spice World 


BIG SPICE GIRLS: 

Pick a Spice Girl and at the Mixing Room screen 
hold Start and press ©, @, ©,@. 

HIDDEN SCREEN: 

Pick a Spice Girl and at the Mixing Room screen 
hold Start and press ©, 6), 6), © and let go of 
Start. Then simultaneously press Start, Select, 
EXE. EZB, CIB, and БРЕ. 


Codes submitted by Raymond W. Norona, Jr. 


Marvel vs. SF 


a аб 
HIDDEN CHARACTERS: 
There are 8 hidden characters in this game. 


CYBER-ZANGIEF: 

Press Select + Blackheart 

Press Select + Zangief (in “Hero Bazttle Mode”) 
ARMORED SPIDERMAN 

Press Select + Spiderman 

SHADOW 

Press Select + Dhalsim 

SUNTANNED SAKURA 

Press Select + Hulk 

Press Select + Sakura (in “Hero Battle Mode”) 
U.S. AGENT 

Press Select + Bison 

Press Select + Captain America (in “Hero Battle 
Mode) 

MEPHYST 

Press Select + Omega Red 

Press Select + Blackheart (in “Hero Battle 
Mode”) 

APPOCALYPSE 

Press Select 7 times + Akuma (after winning a 
game without continuing) 

CYBER-AKUMA 

Press Select 5 times + Akuma (after winning a 
game without continue). 

HIDDEN OPTIONS 

Put the cursor on Option and enter the following 
quickly and “EX Option” will appear: 

пио €. This will allow you to choose CPU 
controlin the VS Mode, allow unlimited Hyper 
Combo in all game modes, and let you adjust the 
speed of vitality recovery. 

Codes submitted by Robert Johnson 


RivalSchools 
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Hidden Features for both Discs 

HOW TO GET A GOOD ENDING 

You can get a Good Ending if you succeed more 
than one TEAM UP TECHNIQUE FINISH in the 
7th chapter. 

GALLERY 

You can see the wallpapers in the Extra menu, 
once they are shown in the loading screen. 
STAFFROLL 

Once you clear the 1P Game mode, you can 
watch the staff roll in the Extra menu. 
SECRET CHARACTER: HINATAQ 

If you choose HINATA as your main character, 
and clear the 1P GAME (Good or Bad), then 
HINATA will be available. 

SECRET CHARACTER: NATSU8 

If you choose NATSU as your main character, 
and clear the 1P GAME (Good or Bad), then 
NATSU will be available. 

SECRET CHARACTER: TIFFANY2 

If you choose TIFFANY as your main character, 
and clear the 1P GAME (Good or Bad), then 
TIFFANY will be available. 

SECRET CHARACTER: KYOKO2 

If you choose KYOKO as your main character, 
and clear the 1P GAME (Good or Bad), then 
NATSU2 will be available. 

Hidden Features for the AC Disc 

GOOD ENDINGS 

Once you see an ending for a character, you can 


watch it any time in the EXTRA menu. 


_|| САМЕ s 


Gader 


Welcome to the Game Shark section, Each month we'll list 
the newest and coolest codez right here for your cheat’n 
pleasure. Warning: These codes won't work without a 
Game Shark. For the latest codez and info, get on the 
internet and check www.gameshark.com, 
gsccc.simplenet.com or www.datel.co.uk. If you find a 
code doesn’t work, you may need to upgrade your Game 
Shark. Check your instruction manual for details, 
(Most of these codes are “unofficial” and may or may not 
work correctly at all. Use at your own risk.) 
TOMB RAIDER 3 (GameShark v2.3) 
Infinite en .. 8009914E 
Climb Any Flat Wall. ‚80099146 
Infinite Shotgun Ammo . .80099210 
ee hh nn nn .80099212 
infinite Desert Eagle Ammo..80099208 
8009920A 
8009920C 
8009920Е 
80099220 
80099222 
.80099218 
.8009921A 
-8009758с 
80097504 
0097506 
0097508 
0097502 
-80099214 
-80099216 
.8009921C 
-8009921Е 
80099220 967F 
0099222 0098 
80097AD0 0022 
lodifier Codes 


0708 
0001 
967F 
0098 
967F 
0098 
967F 
0098 
967F 
0098 
967F 
0098 
000C 
ТЕБЕ 
ТЕРЕ 
7FFF 
7FFF 
967F 
0098 
967F 
0098 


Have All 
Infinite Flares .. 
Infinite Large Medi 
Infinite Small Medi Packs 
Infinite Savegame Crystal 
Infinite 


Li 
Quantity Digits 
01 - JUNGLE 
TEMPLE RUINS 
THE RIVER GANGES 
CAVES OF KALIYA 
COASTAL VILLAGE 
CRASH SITE 
MADUBU GORGE 
TEMPLE OF PUNA 
THAMES WHARF 
ALDWVCH 
LUD'S GATE 
CITY 
NEVADA DESERT 
HIGH SECURITY COMPOUND 
AREA 51 
ANTARCTICA 
RX-TECH MINES 
LOST CITY OF TINNOS 
- METEORITE CAVERN 
14 - ALL HOLLOWS 
WCW/NWO THUNDER (GameSbark v2.3) 
Infinite Health P1 BOlFB6B4 03Е8 
Ring Modifier . 0079Е4С 00?? 
m 0079Е4Е 0000 
Quantity Digits for Ring Modifier Code 
00 - cage 
01 - Thunder 
Old Thunder 
Starrcade 
Fall Brawl 
Halloween Havoc 
Slamboree 
Bash at The Beach 
Super Brawl 
Spring Stampede 
Uncensored 
Great American Bash 
World War III 
Road Wild 
Souled Out 
Turbo 
Parking Lot 
Castle 
Stone Henge 
X-treme 
Hades 
Garden 
Under Sea 
Roof Top 
Space Station 
uso 
Barnyard 
Frontier 
The Box 


Hidden Features for the EVOLUTION Disc 

HOW TO GET A EXTRA CHARACTERS 

Every time you clear the 1P GAME, another 
EXTRA CHARACTER will be introduced. (24 
EXTRA CHARACTERS in all) 

MOVIE 8 

Once you see a GOOD ENDING of a character, the 
movie @ will be available. 

MOVIE 3 

Once you see a BAD ENDING of a character, the 
movie š will be available. 

KYOKO'S OFFICE 

Choose KYOKO or KYOKO8 as your main 
character and clear the most difficult 1P GAME. 
TARGET MODE 

Clear the 1P GAME. (Any character, any 
difficulty, either Good or Bad ending) 

HOME RUN MODE 

Choose SHOMA as your main character and clear 
the most difficult 1P GAME. 

SHOOT-OUT MODE 

Choose ROBERTO as your main character and 
clear the most difficult 1P GAME. 

SERVICE MODE 

Choose NATSU as your main character and clear 
the most difficult 1P GAME. 

EXTRA CHARACTERS 


NO.H.S. gender name Team Up 

1 TAIYO F  RIKA Rest & Relax 

8 PACIFIC M WILL Praise & Spirit 

š GORIN М KOJI Crossfire Kick 

4 TAIYO F AKI Guts & Power 

5 PACIFIC F JILL Bloody Nightmare 

6 GORIN F SARI Love & Peace 

7 PACIFIC M BEN Supreme Parry 

8 TAIYO F  SAYA Shin Seihaken 

9 GEDO M  TAKU Double Guts Bullet 
10 PACIFIC F AMY Heart Attack 

11 GORIN M GORO Neo Synchronous 

18 TAIYO M YUJI Bridge Drop 

15 GORIN F MAI Active Volcano 

14 PACIFIC М BETH Double Rising Tornado 
15 TAIYO Е MAYA Double Shot 

16 GEDO M SHO Gang Buster 

17 PACIFIC F JUDY Supreme Parry 

18 GORIN M TARO Final Spike 

19 TAIYO M HIDE Last Symphony 

RO GORIN F ERI Ningen-Taihou 

81 GEDO M ВАМ Shungokusatsu 

RR PACIFIC F ERIC Double Power Buster 
23 GORIN M ЛЕО Shimazu Jicchokuken 
24 TAIYO M  TERU Last Symphony 


Codes submitted by Robert Johnson 


Small Soldiers 


ALL WEAPONS: 
EU o9 ©, ©, ©, ©, @, @ as a password. 
INVINCIB] 


Enter @, ©. © O, O, ©, Ө), 6), Q аз a password. 
LEVEL PASSWORDS: 


Hall Of Patriots 
Graveyard Of War 
Nuclear Mine 
Launch Center 


Level Password 
Gorgon 000.0. ©, Q, ©, © 
Dimensional Temple @, @, O, ©, ©, ©, (9, @ 
Floating Fortress ©, 8,8, 0,0,0,0, д 
Spirit Bog e e ©, @, e, ©, ©, © 
Canyon Village ©, e, €, @, @, ©, ©, 0 
Creepy Caverns (a, m Gy, m m, à, О 2 
Space Ship ©, C) e 
[^3 © 
СКОЈ © 
@, @ m 
©, ©. e 


eeececece 
999908008 
099999008 
082008860 
зевесевоо 


Ulhaden Fier [AM 9, 6, @, $ оде 
Garrison 9.0, 2 @,8,8,0,0 
Inner Sanctum ЗОО, (9) 


Codes submitted by Alfredo Block 


Twisted Metal 3 


ACK (X DONE 


BIG PILES OF PASSWORDS: 

AI cars dont pick up Health: 

+, ШЕШ, У, start, O 

Enemies are SUPER HARD: 

Alone In Deathmatch: 

8,0,0,0,0 

99 Freezes (appears as power missle with 
caption "freeze"): 

[^ OR AST 

GOD MODE: 

ЕЕ © Q n: Start 

All weapons Homing Missles: 
Start, EIN, ШЕШ Start 

HUGE Ricochets: 

+», » + 

All weapons Napalm: 

Start,Start, XN, ШЕШ, ШЕШ 

No Health Pickups: 
Select, MEM Select, Start, 

No Health Regen: 

Wl Start Start, Start, XI 

No Pickups: Select,Select, EER ШЕЙ Start 
All Weapons Power Missles: 

Start, „Start, ШЖШ Start 

Міпіоп:®», +. 

Sweetooth: 4,4,4,» 

Fast Special Regen: EXE ПЕШ LIN KEIN LIN 
All weapons Remote Bombs: 

NXN. EIN Start, Start, ШЕШ 

Seeking Rain Missles: #,¥,4,4,# 
Unlimited Weapons: @ @,+,*,+ 

Extra Fast Weapon: KB, CIN ШЕШ ШЕШ ШЕШ 
EXTRA Seeking Weapons(seek faster): 
O,4,4,>,4 

Massive Force Weapons: 6,9, * €, 
Icey Grounds: 4,4,(9,09.4 

Club Kid House: 4,4, (8) & 
WareHouse: (8,8), (8) €, € 

Codes submitted by SNOTT 


Send all code submissions to: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: ‹ 


LONG AGO, A SMALL COUNTRY WAS BESTOWED MYSTICAL OBJECTS POSSESSING MYSTICAL POWERS. BUT THESE OBJECTS, RELICS, WERE MUCH T00 POWERFUL. EVENTUALLY, THE 
EMPIRE DESTROYED ITSELF SEALING HS SECRET FOR ETERNITY. 1000 YEARS LATER, ONE MAN HAS UNLEASHED THE POWER AND ONCE AGAIN, THE CONTINENT FACES TOTAL 
DESTRUCTION. PIT RELIC AGAINST RELIC AS 12 INDIVIDUALS FIGHT: FOR PEACE, POWER, GREED AND PROSPERITY. OBJECTS OF POWER FAIL, BUT THE SCARS REMAIN... 
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_ When it comes to racing games, Psygnosis is 
# the king of speed with their Wipeout series. 
Interestingly enough, the next racer on their 
release schedule has nothing to do with Wipeout. 
Instead, it is a combat racer from the English 
development house ATD. Chris Gibbs, 
Managing Director at ATD, and Stu Tilley, 
Producer of Rollcage, were kind enough to give 
us a few minutes of their time this month, as we 
quizzed them all about Rollcage. 


ATI 


PSEx: How does Rollcage compare to Wipeout and, more 
importantly, how does it differ? 


Both games have cool cars racing around at very high 
speeds, firing weapons at each other, but I'm afraid that's 
where the similarity ends. We have a lot of respect for Wipeout 
— but, for the duration of the Rollcage development period, 
we have branded it a swear word in our offices! These days 
it seems that every futuristic Action/Racer is inevitably 
compared to this classic. But we put a lot of work into the 
game to make sure it delivers a different experience to Wipeout. 
As soon as you lay your hands on the 
controller, you realize that you're looking 
at, and playing, a completely unique 
game. The cars can drive off the track 
and all over the terrain. This, coupled 
with the realistic mechanics of the cars 
(that they're able to flip over and keep 
going), makes Rollcage a superb game 
in its own right. The tagline isn't "360 
NO RULES NONSTOP RACING’ for 
nothing, you know !? 


PSEx: Will Rollcage support the 
NeGcon or any other specialized racing 
controller? 


We support all the wheels, such as Mad Catz and the 
NeGcon controller. 


PSEx: What kind of play dynamics does Rollcage focus 
on? Will it be more combat or more pure racing? 


Rollcage is very much a racing game. The focus is on 
getting around your three laps as quickly as possible. The 
combat and building destruction is used to get you ahead in 
the race orto put distance between you and your competitors. 


PSEx: Does Rollcage support more than two players? 


The PlayStation version supports 2 players in split 
Screen mode 
Rollcage features a multi-player mode. In our opinion, 
multi-player modes are fundamental to ensure that a racing 
game offers the maximum in long-term enjoyment — an aspect 
in which Sega Rally shone. We consider the ability to race 
head-to-head against whoever is sitting next to you the ultimate 
kick. With this thought in the back of our heads, we designed 
some tracks especially for the 2-Player mode. 
The players have a choice between a vertically or a horizontally 
split screen and can compete, not only on the 10 tracks from 


the league mode, but also on 3 specially designed multi-player tracks 
as well. If you're really good at the game, even more will be revealed. 
The Rollcage engine makes sure that all the action keeps running at 
a constant 30fps, even on a split-screen with all effects and action of 
the competitions taking place in the leagues. Those that look and play 
hard enough will find the 4 Deathmatch arenas hidden in the game... 


PSEx: Why the departure from techno to drum 'n' bass for the 
background music? 


The music is a very cool element of the game. We will shortly 
announce the licensed artists providing the soundtracks for each Race 
World — they are very high profile, and totally suited to the 
frantic gameplay of the race. 

The licensing agreements for the music haven't been finalized 
yet, so we can’t really talk about this at the moment. But, rest assured 
that we're aiming to do something slightly different with the Rollcage 
soundtrack. We're not copying what others are doing, but are aiming 
to give Rollcage its own "musical identity" (Psygnosis signed "Fatboy 
Slim" as this issue was going to press . Ed.) 


PSEx: Can players expect standard track designs or will there be a 
lot of tunnels, due to the nature of the cars? 


One of the unique things about Rollcage 
is the concept of a ‘wide track — i.e., the cars are 
not confined by an artificial barrier at the edge of 
the road, but they can drive onto the surrounding 
terrain, therefore opening up more than one driving 
line. And, because the cars can drive up walls 
and on ceilings, our designers have had great fun 
creating extreme tracks with high banked corners, 
lots of tunnels, big jumps, etc. We have even 
put some power-ups on tunnel roofs so that the 
quickest route is to get up on the ceiling! 

Additionally, most of the tracks in the game 
have risky shortcuts that can cut a few seconds 
off your lap times. Make sure you keep your eyes 
open, though, because most of them are placed where you would least 
expect to find them. 


PSEx: Where did the idea of Rollcage originate from? 


The original idea for Rollcage emerged after a long session playin 
Sega Rally. Myself and Stephen Bennett (the games lead BUD 
had often talked about creating a weapons based racing game, so we 
decided on what we needed to do in order to make a game that was 
not only original but, most of all, fun. It was our intention from the very 
start to keep the player in the heat of battle for every second of the 
race. We wanted to make sure the excitement doesn't stop until you 
reach the checkered flag. It was this rough and tumble approach 
that lead to the design of the weapons, the building destruction, the 
cars which can drive either way up, and the speed of the game 


PSEx: How will Rollcage challenge а player? What kind of tactics will 
they need to learn in order to survive? 


Driving any of the six Rollcage cars is actually pretty easy — 
one of the consistent comments has been that it easy to get into the 
game and not at all frustrating to control. However, the difference 
between being a competent Rollcager and a brilliant Rollcager is huge: 
There is a great learning curve to = 


experience. Learn to power-slide, learn to control landing, learn the quickest ways around ^ weaponry. There are 2 CERPTe Page 25 
each track. The weapons are a source of intense tactical play. There are 8 different locked tracks to unlock. 

weapons and, because you can collect 2 weapons at any time, you often have a choice There is a secret police car with incredible stats to uncover, and there are rumors of 
as to what to use when, providing many opportunities for tactics. There are also advanced а secret driver too. There is more besides... but | don't want to spoil the surprise. 
ways of using some weapons (not in the manual). 

Tactics must be used in deciding when to blow up a building, either to slow down your P'SEx: Is there any story behind Rollcage or is it simply “race and blow stuff up?" 


competitors orto give you a well-timed thrust forward from the blast. 
The AI cars also use different tactics on the player and this makes 
for a very exciting race experience. 


PSEx: What kind of visual tricks have been incorporated into the 
game? What kind of special effects are you using for the weapons? 
Anything new and cool? 


Chris: Rollcage is simply loaded with special visual effects. For a 
start, all the tracks are rendered under dynamic colored lights, 
creating pools of colored light and bags of atmosphere. Every 
explosion is its own light-source, creating some psychedelic effects. 
And the weapon graphic effects are quite startling. Like nothing 
you've seen on a PSX so far, or any other machine for that matter. 


Stu: The story behind the game is that Rollcage's characters took 
part in the birth of the sport when it was a small, but trendy, 
underground movement with a image similar to today’s 
snowboarders. As time progressed, Rollcage cars became more 
mainstream, so the original drivers rebelled against popular culture 
by designing indestructible cars which carried missiles. It is the 
illicit competition they have now set up that the game revolves 
around. 

Chris: However, essentially the story is minimal — the gameplay 
is everything! 


PSEx: Will there be any PSX exclusive features, or will the PSX 
and PC versions of the game be identical? 


The car bodies have shiny reflections in real-time. A powerful particle system supports 

sparks, smoke, rain, snow, debris showers etc. Buildings falling across your path look Chris: The MotionBlur is exclusive to the PSX but that's it. The PC has extra features, 

awesome too - throwing debris in all directions and covering the track with huge boulders such as Rear View Mirror, support for 6 players and User-definable number of laps. 

and flames. We also have motion blur... this puts a motion blur trail on every object in 

the game, which results in a greater sensation of speed in the game, and it also — PSEx: What was the most difficult challenge that the development team faced when 

makes the screen looks like it has been filtered (like on a 3Dfx card). working on the game? 

PSEx: Is Rollcage running in high-res mode? Why/Why not? Stu: Purely and simply it was the physics system. We HAD to make the cars look and 

feel right, which is the life-blood of every racing game. We spent months actually 

Chris: Rollcage does not run in high-res mode, but you can be forgiven for thinking that creating the physics engine for the game and then about twice as long tweaking it! We 

it does. The motion blur effect creates an illusion of high-res, whilst the blistering ^ reached the point where we said it was final about 20 times, only for serious play- 

speed of the game gives it a silky smooth feel normally associated with higher res. test sessions to reveal improvements we could make. Hopefully, we have created a 
race game that puts a new freedom on the way cars behave in a race game. Gran 


PSEx: What were some of the difficulties you encountered while 
designing the physics model? 


Stu: As with most racing games, the most important element to 
get right was the physics of the vehicle you're racing. As a result, this 
is where we originally concentrated most of our efforts on and what 
we have in Rollcage now is the most realistic car vehicle physics of 
any driving game. Most of the factors that would affect the behavior 
of a real vehicle have been taken into account. Later, we gave each 
car enough brake horsepower (ор) to go about 500 kph (or km/h) 
and this is simulated realistically in the game. We then made sure 
that we tweaked the whole thing so it was still playable and easy to 
pick-up and learn, instead of a fancy demonstration of great physics 
and no gameplay. An example is that the grip of the cars is high 


Turismo raised the watermark for physics systems in a videogame. 
Rollcage takes the genre another big step. 


PSEx: What about ATD? What makes you guys tick? 


Chris: Aiming high! That's what makes us tick. You know, we 
approached several top flight publishers with our original Rollcage - 
ideas and a prototype, and they all said a game this fast, with 
building destruction, 2 players, huge draw distance, and not going 
below 30fps was impossible. Only Psygnosis looked closely at 
our plans and realized we had the ability to pull it off. We're not 
just about Rollcage. We are also 'aiming high' with an 
action/adventure called Gabrielle: The Dark Angel, for late this 
year, and then a licensed multi-sports game for the Year 2000. 


enough to allow them to do powerslides at roughly 600 kph! Since we have spentso Things are just about to hot up for ATD... 


much time on honing and tweaking this physics model, we now have cars that are 
very rewarding and fun to drive. By the time the inverted car system was incorporated, 
the physics model was so advanced that it slotted right in without any problem. 

We also had some problems with the camera to overcome. You encounter so many 
different situations in the game (swerving off the track, driving upside down on the 
roof of a tunnel or getting hurled through the air by a massive explosion), that we 
had to make sure players wouldn't get disoriented. We have spent almost 12 months 
on tweaking and getting the camera right. Finally, we had to get the difficulty level 
just right. We were trying — and | think we have succeeded — to bridge the gap 


between traditional and occasional gamers, It had to be accessible to less experienced ^ 


members of the gaming community and allow them to 
progress slowly but steadily, but also offer a challenge. 
to those that really sink their teeth into their games 


= 


and — rightfully — expect а challenge for their b. ¿ = 
hard earned cash. , ЧУ 2. 
PSEx: What kind of surprises/rewards сап ~. 
players expect for beating tracks and b I 
Circuits? 
б g 


Chris: Firstly, there are several = 

deathmatches to uncover. These are head- ` @ 

to-head contests where you must‘conquer — | 

your opponent using driving skills and á q T: 
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TARGET 


Run, strafe, crouch, roll and climb through 13 highly detailed, Take your best shot with 4 targeting modes, Иган fiery havoc with 17 deadly weapons including the 
real-world environments filled with lethal terrorists. including nightvision sniper mode. 6-18 Pistol Machine Gun and M-79 Grenade Launcher. 
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PlayStation and 


The last time we saw Alien Resurrection was back at E3 last May. At that time, the game looked 
somewhat promising, casting the player in the role of Ripley as she made her way through the hos- 
tile, alien-infested environments of the Auriga space station. At the show, the game's core graph- 
ic engine was displayed in multiple 3D perspectives and, besides shooting the onslaught of Xenomorphs 
attacking from every angle, there wasn't much else to see or do. 

After E3, we didn't see much of the title, as it slipped from its release 
date more than а few times (anyone remember the teaser ads that ran back 
in September and October?]. While sometimes this can result in a game 
falling into development hell, only to be released two-to-three years later 
as a sub-par product (read Apocalypse). There are also rare cases in which 
the developers, in their infinite wisdom, might decide to go back to the drow- 
ing board and use some extra time to improve and polish their game into 
a potential triple A product. This just might be the case with Fox 
Interactive/Argonaut’s Alien Resurrection, which is getting ever-closer to a 
release date (while not officially announced, it should be out by late Spring/early 
Summer). 

IF you saw the early shots from the previews we ran back in our June 
issue last year (Volume 3, Issue 7), you can see there are some major dif- 
ferences between the two versions. A quick chat via email with Gary Sheinwald, 
the game's producer, revealed that the game has gone through a major over- 
haul. For starters, the player characters have been completely remodeled. 
The E3 demo showed a smaller, manly-looking, short-haired Ripley who 
more resembled her character from Alien3 vs. her long hair and buffed-put 
body from Resurrection. As you can see, this has been changed for the 
better. Also, the developers went back in and have reworked the 3D engine 
and environments, shunning the clean, vibrant colors that were originally on 
display and opting for more of a true-to-the-movie, gritty, photo-realistic 
look. In addition, there are plenty of extra touches being added to the final 
product, which include environmental lighting, a smart camera and detailed 
Alien and Human artificial intelligence. The reason for the major changes 


halfway through the game's development cycle was 

the team’s drive to stay ahead of the technology that EX CLUSIVE • P. age 29 
is constantly being redefined by today's top devel- 
opers and deliver a high-quality, unforgettable product. 

So, what type of game should we expect from the final 
product? According to Gary, they are aiming for a mixture of 
3rd-person action/shooting (combating the aliens, “bad” humans 
and so on) and puzzle exploration. The game will be set in 
the environment of the movie (the Auriga), with the core plot 
elements included in the game (for example, you will have to 
stop Dr. Wren’s attempt to get the alien-infested Auriga back to 
Earth). During the course of the game, you will actually have to 
play as five different characters from the movie — Ripley, 
Call, Johner, DiStephano and Christie. The different charac- 
ters will be themed to their respective levels and each of them 
will have different attributes, skills and animations. Additionally 
(for those of you familiar with the film), Vreiss is available as 
a “power-up”, using the memorable Kawlang maneuver from 
the film (where he is strapped to Christie's back). This will give 
the player the ability to shoot both forwards and backwards 
simultaneously — great for getting yourself out of sticky situa- 
tions when backed into a comer by a pack of blood-thirsty aliens. 

Alien Resurrection will feature ten main sections/levels 
of gameplay with between one-to-four subsections for each. 
When all is said and done, it will break down into literally hun- 


dreds of rooms and areas to explore. The environments and set- 
tings primarily take place on the Betty (the ship that docks 
with the Auriga) and the Auriga itself. The developers have 
attempted to match the environments with the ones in the movie, 
including the underwater kitchen (swimming sections) barracks, 
dormitories, holding cells, cloning laboratories, the Queen's hive 
and plenty of claustrophobic corridors. 

Needless to say, we are looking forward to Alien 
Resurrection. While the movie might not have been the great- 
estin the line of Alien sequels (Aliens is still the best), the license 
is a perfect fit for a video game. The moment we have a playable 
version (we were only given screens as of press time), we will 


_ be back with a hands-on preview. 
СТЕ; 


Every year, you just 
know there are certain 
franchises and sequels 
that are going to be released on the PlayStation. 
We've all come to expect the next Crash, Tomb 
Raider, Madden, GameDay etc., etc. as givens, 
due to the facts that, one: They are consistently 
great games and, two: They sell a ton. The Need 
for Speed franchise effortlessly falls into this 
category. The allure of driving the sexiest and 
hottest licensed sports cars on the market, reck- 
lessly barreling down country 
roads and tree-lined mountain 
passes at break-neck speeds, 
and just begging the cops to try 
and keep up with you is too 
strong to pass up. And, of 
course, the developers at EA 
Canada know how to do it right 
(we'll forgive them for Need for 
Speed: V-Rally — it was a “pick- 
up" from French developers, 
Infogrames). 

The fourth incarnation of Need for Speed 
loses the number in front of it and adds the title 
“High Stakes" instead. While it doesn't say IV 

after it, this is definitely a sequel in every way, 
shape and form. High Stakes come in the 
form of a variety of new features and ideas 
that make this year's sequel a much riski- 

er proposition for the player. For starters, 

a new, four-point physics model has 

been implemented, changing how 

the cars interact with the world 

and each other, as well as 

increasing the sense of control 

racers have. One of the 

biggest breakthroughs this 

year is the car manufac- 

turers have lightened up 

on their “no damage" 

rule and are allow- 

ing their beauties 

to show actual 


physical damage. Before, they didn't want their 
Porsches, Jags, Ferraris, etc. shown in a bad light, 
and would not allow any game developer to mess 
with their works of art. After many years of work- 
ing closely with EA and other developers, these 
car companies are finally starting to get the fact 
that these are video games, not real life. 

With the addition of car damage, EA has been 


able to introduce consequences 
into the game. What this means 
is carelessness is going to cost 
you. In the game's Tournament 
Mode, every time you bump 
into a corner, opponent car or 
obstruction, your car will take 
on both visible and punitive 
damage. The more damage you 
cause, the worse your car will 
perform. And, it's going to take 
your hard-earned winnings to 


pay to get your car back in tip-top shape. 
Additionally, the developers have added random 
track scenes, bringing the player closer to the true 
feeling of driving on the open road. An exam- 
ple of this would be coming around a corner 
on your first lap with nothing happening. The next 
time you round that same corner, a landslide 
might have occurred while you were complet- 


ing the rest of the track, and you will have just split- 
seconds to react. EA claims this new feature will 
truly be random and you'll never be able to pre- 
dict when something is going to occur. 

Another addition to this year's game, which 
adds to the definition of High Stakes, is a new 
“Pink Slip" Mode. To make this mode work, EA 
introduced an economy into the Tournament 
section of the game. Cars will need to be pur- 
chased with earnings from winning races. You start 
out with enough money to purchase a car from the 
introductory class of cars. As you progress through 
the ranks, you can either purchase better and faster cars, 
or you can opt to "trick out" your existing one, with both 
visual (body kits, paint jobs, etc.) 
and performance (engine 
enhancements, lower profile tires, 
lowered suspension, aerody- 
namics, etc.) aspects. When you 
feel you've achieved an unbeat- 
able machine, you can put it on 
your memory card and challenge 
a friend, not only for bragging 
rights, but for your prize posses- 
sion as well. It’s your dream car 
against one of his/her's and the 
winner takes all. That thing of 
beauty that took you so long to 
customize gets permanently 
whisked off your memory card 
and onto your ex-friend's. Nothing 
beats the thrill of victory when 
you've got a trophy to show for it. 

Another new feature in the 
game is a beefed-up Hot Pursuit 
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Mode — you can now choose either side 
ofthe law and will have a choice of a vari- 
ety of pursuit cars, starting with the Chevy 
Caprice up to pursuit versions of some of 
the exotics. The speech in Hot Pursuit Mode 
has also seen changes, borrowing from the 

PC version by constantly letting the player 
know who's being pursued and what's actu- 
ally going on, rather than useless chatter. Also, 
when you're а cop in the Single Player Mode, instead 
of chasing a pack of Al racers around the courses where 
the ultimate goal was to get to 
the finish line, you are now 
charged with the task of chasing 
a single law breaker at a time 
who is doing everything in their 
power to avoid you. They will 
even pull a hand-break turn and 
do a 180 so that they can take off 
in the opposite direction, adding 
an element of unpredictability 
and a whole new challenge. 
Of course, there will be all 
of the other quality additions and 
options that EA Canada and the 
Need for Speed series have come 
to be known for and we will 
delve deeper in the next few 
issues, right up until the 
review.Need for Speed: High 
Stakes will be shipping late March 


or Early April. 2 
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It's recently come to light that Capcom 
has decided to halt further produc- 
tions of both the Street Fighter Alpha series 

and the Street Fighter 3 series. While Street Fighter 

3 never really caught on, Alpha 3 proved itself to be 

an excellent way to end the Alpha series. 

One of the main reasons | felt that people weren't 
really clicking with Street Fighter 3 was that, outside of Ryu 
and Ken, the new fighters were somewhat bland and mostly 
poor clones of other Street Fighter characters. There wasn't 
really anything new or dramatic added to the game in terms 
of play mechanics. Alpha 3 had both new and classic char- 
acters added to the already impressive line-up of fighters, bump- 
ing up the roster to 28 fighters, as well as many excellent changes 

and additions to the Alpha fighting engine. 

Y Capcom's pulling out all the stops for the 
PlayStation release of the game. Not only does it 
look to be one of the fastest and most stylish of 

their fighting games, with all sorts of flashy menus 

and loading screens, but they're tossing in a world 

full of extras as well. 
The biggest news is that, with Street Fighter Alpha 3, you're getting every 
character to ever appear within the Street Fighter Alpha and Street Fighter 2 
series. Capcom will be adding the last missing Street Fighters specifically for the home 
release of the game. Here's a complete breakdown of all the characters-so-far 
revealed in Alpha 3, by order of their game appearance. 


Street Fighter 2. 
Ryu, Ken, Chun Li, Zangief; Dhalsim, Guile, Blanka, Honda, Bison, Balrog, 
Sagat, Vega 

Super Streetfighter 2 

Camimy, Hawk, Fei Long and DJ (all four re-appear for the first time in Street 

Fighter Alpha 3, the last three specifically added for the PlayStation ver- 

sion) 

Super Street Fighter 2 Turbo 


Akuma 
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reet Fighter Alpha: 
Charlie, Rose, Adon, Guy and Birdie (from Final Fight), Dan 
EN CURA 


tr е һа 2 


Sodom (кот Final Fight), Gen, Sakura 


er Al 


street Fig 
Cody (from Final Fight), Karin, Mika, Juli and Juni 


Without wanting to tip their hand too early, Capcom has also said that 
there are a few other hidden characters waiting to be discovered within 
the game as well, most likely alternate characters, such as Super Akuma or 
| Evil Ryu. 

There are a number of new play modes supported as well, including 
the elusive Dramatic Battle mode, where two players can actually fight against 
a computer controlled fighter, instead of each other. 

The Japanese version of Alpha 3 also works with Sony's PocketStation, the mini- 
PDA/memory card. Whether the US version will work with the PocketStation remains to 
be seen, Sony's not made any official announcements about the introduction of this 
cool new gadget here in the US. Using the PocketStation, you can download and train 

our own little virtual pet Street Fighter. 7 

: Eu Chris 
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Attention all armchair gen- 
erals! Have you mastered the various 
Command and Conquer tiles? Beat up all the 

orcs and eaten all the humans in Warcraft? Played a few Wargames? If so, then 
you're ready forthe next entry to the real-time strategy world, Eidos Interactive's 


2 й 
La ЧЕ, 


|t seems that sometime during the 21st Century, a téchnicol'error in the satellite defense system launched 
nuclear warheads at Washington, Beijing and Moscow. With less than a million people surviving the col- 
lapse, Earth hos broken info hundreds of small scavenger bands battling each other for the remnants of the 
: former civilization. Is up lo he player to take control of a band of soldiers attempting to re-unite the world. 
The in-depth gameplay features over four hundred technologies іо research, two thousand different units to 
design at your own will, a fully rotatable and zoomable 3D terrain, three large campaign maps to con- 
quer, and 24 fast-play mission maps for extra action. 

As ubiquitous a genre on the PC as fighting games are for consoles, real-time strategy tiles have had some 
_ rough fimes crossing over into the realm of PlayStation owners. Eidos hopes that the difficulties players 
have with control schemes can be solved with the almighty Dual Shock analog controller. The left stick pro- 
vides control over your selected vehicles, as well os moving the cursor around the mop. The right tick acts as syss 
camera control, letting you rotate and pan over the surrounding areas to get a clear lock at the battlefield 
before you commit your troops. 

The action can be very confusing at first, especially with the usage of the Dual Shock. This has already 
been factored in to the equation, as Eidos has so kindly included a brief Tutorial to introduce you to some 
of the new control and building elements that Warzone uses. 

The action takes place over three huge campaign maps consisting of the Western Desert, Urban Devastation, 
and the Rocky Mountain Breakdown. Each campaign features a large campaign map and six or more 
sub-mops. As key objectives are reached on the campaign map, missions are aciivoled on the sub-maps. 
These missions vary from hit-and-run attacks to building structures and holding territories. Additionally, there 
are sub-missions within each level that players con come across by exploring the entire region. These 
bonus objectives not only provide extended gameplay, but may offer up some new weapons and 
technologies. 

By mixing and matching the base vehicle designs with the available parts, players are able to create thou- 
sands of different types of units, Players can see the difference between vehicles as they design them and can 
experiment with different weapons, propulsion systems and bodies, Creating your own vehicles is key to your 
overall strategy, as each mission will require new ways of approaching, surviving and dominating the ter- 
rain and enemy units New technologies are gained through a combination of research and design, acqui- 
Ў ` sition and espionage. Look for Warzone 2100 in April 
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Centipede is still one of my all-time favorite arcade games. | remember being impressed 
by the new cue ball-sized trakball, which was a big change from the black monstrosity used 
in Atari's Basketball and Football games. The responsive control has never been equaled since. 
Likewise, the thumping sound of the marching centipede along with the spiders movement had 
а definite hypnotic effect that has rarely been achieved by any other дате. 

One thing | never really thought much about was the storyline. Who really cared back 

then? | didn’t know if | was supposed to be an archer or a pest control guy— 
and it didn’t really matter. Today, as companies rework the classics into 
3D, storylines have become more relevant. Centipede's tale is as follows: 
Every 100 years there is an eclipse which causes a multitude of insects to rise 
out of the Earth's core. These hordes, led by a centipede queen, repeatedly 
attempt to take over the planet. Each time they awaken, a hero arises to defeat 
them. This time, that hero is you! With the help of your shooter, you travel 
the land blasting spiders, scorpions, fleas, and, of course... centipedes. 

The game features 23 different missions in four distinct environments. 
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Each mission has goals apart from merely destroying the insects. You must rescue inhabi- 
tants such as druids and wee people (is that politically correct], defend dwellings, and recov- 
er talismans and other items. The landscapes, made up of simple shaded polygons, are 
E quite colorful. ЇН there is one word that describes the look of the game, it would be “quaint.” 
2. The tiny villages, windmills, caves, glaciers, lava pools, waterfalls, fauna and flora — 
okay, just plants — suggest a land straight out of Tolkien's Hobbit novels. Although 
the game is still a shooter, it is not a very violent one. In that respect, Hasbro's Centipede is similar to the original 
which was one of the few arcade games to become popular with women. 
The camera centers around your ship and the action can be viewed from three different angles — top down, 
first person, and third person. Not only can your ship find temporary power-ups such as shields and missiles, but it 
can also jump over enemies and onto certain landscape elements. A radar pinpoints the location of some of the 
enemies, as well as the inhabitants you are meant to rescue. 
Ши... The game was not yet complete when | played it, but | could see that the designers were attempting to 
P" capiure еее ОЁ a classic arcade game — simple rules and easy-to-learn controls. At the same time, the 
= ` graphics have been brought up to date and there are more modern touches such as a techno sound- 
Я track and the requisite CGI intro and cut scenes. As with Frogger, Centipede is a throwback which is 
, unlike the majority of current games, and it will probably be appreciated by both retrogaming 
K DL enthusiasts and fans of arcade-type action. 
nee A reasonable facsimile of the original arcade game is also included. You can play this game 
from two viewpoints-one normal, and one isometric (i.e., a tilted playfield). In the version that | 
tried, the graphics were changed to mimic those of the adventure game and the sounds didn’t match 
those of the coin-op. However, the final release may yet have a version that more closely resembles the orig- 
inal. The preview copy was not compatible with either a mouse or a trackball, but perhaps this will be recti- 
fied before the game is released. Dual shock analog compatibility is planned, but the standard controller worked 
just fine. 
With a little more polish, Hasbro could have another hit on their hands. Centipede is scheduled for a 
February release, and we should have a full review of the game next issue. MARK 


“ „everything the previous game 
was and more...an incredible 
gaming experience. 

» > - FGM 


Flesh-eating Fleeches! Undead 
Mudombies! Bone-grinding Greeters! 


“even better-and odder- 


than the original.” 
- Official PlayStation Magazine 


« Exoddus easily earns а place 
among the PlayStations best 
B year.” 


- GamePro 


Tons of cool new power-ups! 
Invisibility! Healing powers! Arid amore! 
t l 9 


T and pluses that” 
will delight all the old fans and азс едш, 
D, the countless new ones. | Abe gets all emotional!'More panic! 


More talking! More pleading! 
- GameFan 


‘combines stunning graphics and 
engrossing gameplay.” 


» * * * out of four) 
- USA TODAY 


Баје the Mudokons and save 
your game anywhere! 
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Available 5 your" local retail store. Order direct at www.gtstore. сот or call 1-800-610-GTIS 
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Metal Gear Solid on the PlayStation. The two games, both among the best 
in the history of gaming, are as different as they are similar. How often 
did you wish that Goldeneye, in spite of its greatness, would have been a 
E third-person affair where you could have seen Bond on screen and had 
х P: gameplay additions, like climbing, jumping, etc.? Or, that there was more story 
: and cinematic plot, complete with character voices? 
А Ра With regard to 1165, did you ever find yourself wishing 
4 2 for more gameplay and, again, a consistent third- 
€ + person camera angle that you could depend on? MGS 
| 
f 


E 
; i 
— The gaming world has been given two great spy games in the past ; / 
©. ИД Ë year and a few months; Goldeneye, for the N64, and, of course, Ronami's 


features one of the most developed stories ever 
created for a video game, to the point where 
the “movie” dominated the gameplay. 

What if somebody could combine both 

«f ~ games and create something that was at | 

+ once familiar and yet seem completely new | 

— with great story-telling, intense gameplay 

and have that great Bond feel to it? Somebody 
has. 

Syphon Filter is the first great PlayStation 
game of 1999. Created by the good folks at 
Eidetic, in Bend, Oregon and published by 989 
Studios, Syphon Filter takes the spy thriller 
to new heights with smart, fast and smooth 
gameplay that leaves the spy game fan 
craving nothing. It is long, involved, and will 
keep you on the edge of your ever-expanding 

gaming seat. The game is based on the 
adventures of Gabriel Logan, one of the US’s top 
agents and a very memorable character 
(featuring one of the best voice-acting 
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jobs done in a video game). Mr. Logan finds he and his fellow agents 
embroiled in a battle against a mysterious man known as “Rhoemer” 
and the biological terrorism that he favors. Logan's first clue lies 
in the jungles of Costa Rica, which is soon followed by a viral 
attack in Washington DC. It is a distinct possibility that there is 
\ a leak coming from inside The Agency, Logan's employer. Gameplay 
| begins in the middle of a fire-fight on the streets of DC and, through 
| roughly 20 levels of gameplay/different missions, it never lets up. 
Locales range from city parks and Rhoemer's snow and ice-covered 
terrorist base camp, to a medieval monastery, an incredibly detailed 
museum and many other exciting and exotic locales. 

The graphic engine is high quality, running at a consistent 30 
frames per second, through very detailed environments. Compared to 
other games using similar engines (Tomb Raider, Duke Nukem: Time to 
Kill, Batman and Robin, etc.), it is at the top of the class. In addition, the 
game makes use of both real-time and CG cut scenes, with music and voice talent 
that really compliment the gameplay experience. The game's 
soundtrack will respond to imminent danger by giving 
Logan an aural warning and the other voices, 


particularly 
Lian, your 
female partner 
who you have the ` Wa 
most contact with, are 
extremely well done, 

| without even a hint of B- 
| movie quality (or lack 
thereof). 

The real pleasure to be found 
in Syphon Filter, however, is in 
gameplay. SF alternates between 
putting Logan in the middle of intense 
fire-fights and more. stealth-y 
missions, requiring that he sneak 
around corners, use specific 
weapons to take out specific 
enemies and try to get past some 


му of them unnoticed. There are a number of different weapon 
v options, including a Sniper Rifle, Nightvision Rifle, M- 
79 Grenade Launcher, C4 explosives, Gas Grenades (silent 
and VERY lethal), Shotgun, M-16, .45, a Viral Scanner 
k. j and others. Logan is also armed with a Flak Jacket 
that serves as his main form of protection against 
enemy gunfire. fis he takes hits, the armor will 
m degrade, until he is left totally exposed and one or 
— two shots will end his life and the game. Finding Flak 
= Jackets, or taking them off of guys that you killed 
using your weapon targeting system and taking 
~ === 3 them out with a single shot to the head, is one 
—— Я of the consistent challenges іп the game. Move- 
wise, Logan can run, climb, duck, sneak, shimmy 
across platforms, etc., roll, quick-reverse, strafe 
(and look around corners) left and right, auto- 
target on multiple enemies, look around, 
manually target bad guys, and kick open doors. 
Then, there are the enemies. These guys 
and gals don't just sit around, waiting to be 
killed. In order to successfully complete 
missions, you will haue to carefully proceed, 
being careful not to set off an alarm, or alert 
the enemy to your 
oN presence. Example: š — 
There is one mission CE 
(Rhoemer's Base) where 
Logan has to tag a number of 
fuel tanks and, among other 
things, turn off the electrical 


power to the base while 4 + 


m 


remaining in the shadows and 
| not alerting the enemy to his 
| presence. This means that you have 
X. touse quiet weapons (Silenced 9 mm and 
the Sniper Rifle) to pick off patrolling guards. 
In addition, there are searchlights that will sagose 

| Logan and send an army of baddies his way, and 
_/ snipers stationed on rooftops. Vou begin the level 
by taking a solitary guard out with a single 9 
mm shot to the brain. Then, you must use your Sniper 
Rifle (both the Nightvision and Sniper rifles offer the 
ability to zoom their scopes in and out) to take out 
the guard patrolling the elevated walkway above 
and in the distance. Once he is eliminated, you 
switch to the 9 mm to shoot out the searchlight "Ћ 
next to his patrol area. Now, you are ready to move " 
past the walkway and into the next area. Before 
you can tag the tank, you must hide behind some 
sand bags in the middle of the yard and pull out the 
Sniper Rifle. There is a guard patrolling in a tunnel 


just ahead. In order to keep him quiet, you haue to pop him in the head. If you miss, 
he will instinctively make a run for it and sound the alarm once you fire 
| on him. Vou haue but seconds to get a fix on the head shot and squeeze 
Ф the trigger before he sounds the general alarm — bringing а crowd 
з A of people and certain death to our hero. Then, you have to turn 
around and take care of the guy on the roof behind Logan, with 


LY his back to him. This is just to have a shot at tagging the first tank! 
“J Vou still haue three to go and a number of other objectiues. 
wr у^ 
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Suffice it to say that there is NEVER a dull moment in Syphon 
Filter. When you aren't shooting it out or trying to sneak past the enemy, 
you are attempting to solve one puzzle or another, disable some system, 
find and kill scientists and immunize their test subjects or out- maneuver 
an oncoming subway train, picking snipers off of a roof and watching 
their blood-stained bodies fall to the ground, or firing on a chandelier 
and watching it drop on top of the enemies at the other end of the 
: hall. 
í Ç. oN 1 could go on and on about plot intricacies, the beauty. of 
4 5 ° - 
the involving gameplay and the exceptional play environment, 
but l've run out of space... let's wrap things up. 

How does Syphon Filter compare to Metal Gear Solid and 
(just for fun) Goldeneye? | have beaten all three games, consider 
MGS and Goldeneye to be two of the best games ever created 
(for different reasons) and am excited about the potential of 
spy games as their own “genre,” if you will. If | could only own 
one, | would purchase Syphon Filter. Why? In addition to the 

23 ie many reasons mentioned above, it boils down to this: Metal 
x “=. Gear Solid, while exceptionally executed and beautiful to 
1 watch and play, has a fairly short and limited gameplay 
experience — I think of it as a movie with à 
number of cool gameplay "bits." Goldeneye, 
while having the added benefit of a sweet 
two player gameplay mode and the Bond 
license, is a first-person affair that is limited 
in its gameplay scope (i.e., climbing, jumping, 
rolling, etc.) because of its lack of an on- 
screen character. What it does, it does exceptionally, but 
ultimately it does not offer the gameplay variety to be 
found in SF. Syphon Filter has it all; intense gameplay, 
great music and voice, superb story-telling and the 
coolest new lead character to appear since Crash 
Bandicoot and Lara Croft. Trust me, if you “> 


liked either or both of these other 


games, you will be playing Suphon Y j 

Filter over and over again, until ” / \ 9 

the end of this century... it — — LE / 4 ` 
is simplu that good. f "% b 


DAVE dim. 


companiei 


81) 


T E 
ACTIV! ч Ë % 5 


` š 2 Ў. 
PlayStation and the PlayStatiSg logos ate fegislered trademarks of Sony Computer Entertainment Inc. The ratings icon (82 trademark of the Interactive Digital Software | 
j | 


(It's a video game, too.) 
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The ultimate bug movie is 


Беира PIXAR 
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now the ultimate video game. 
And Flik, the ant, needs your 

help battling an army of pesky insects 
through 15 stunning 3-D environments. 
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A Вису Life video game is ап (а 


Э) 


action-packed adventure that'll have 


you swinging, flying and sliding in a world 
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There's not much more to report on Reflections’ ‘Driver 
other than what we already wrote about last issue. The 
biggest news surrounding the title since then is that it 
finally has found a home in the US with publishers GT 
Interactive. For those of you who missed last issue 
(shame on you), here's a brief recap of the game and 
its known features. More like a car-chase simulation 
than a racing game, Driver attempts to capture the 
essence of the classic car chase 
scenes seen in action films such as 
the French Connection and Bullit. 
The game is set in the ‘70’s, uses 
a variety of hot rods and muscle 
cars and is played out across a vari- 
ety of “themed” environments from 
different metropolitan locations. 
Expect to race through the back 
alleys of Los Angeles, across the 
sidewalks and medians of sun- 
drenched Miami, and down the 
Vertigo-inducing hills of San 
Francisco, all the while avoiding the 
fuzz and the mob as an undercov- 
er cop posing as a driver for hire. 
Reflections also knows the impor- 
tance of watching your action via 
replays and has put a lot of empha- 
sis on letting you set up cameras 
and record your chases. 
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Konami is one of those companies that consistently has new | |= 
product being pumped through the pipeline. Just a few months | | | 
after the amazing Metal Gear Solid, they have their next poten- | | 


tial hit, Silent Hill (see the review this issue). Behind that, there 


are two new PlayStation titles currently in development. The first, 
Fisherman's Bait, is a translation of their popular fishing coin- 
op (which, in addition to train-stopping and DJ scratching, is а 


morning, drive to a remote lake and worry about scaring the fish 
away when you can do it from the comfort and safety of your 
own home? Fisherman’s Bait promises to bring out the avid bass 
fisherman in you with a variety of options and modes that wi 
challenge even the most seasoned professionals. While the game 
leans decidedly to the arcade side, there are enough options 
and modes to offer up some simulation aspects. The game fea- 


, tures 3D polygonal graphics, Dual Shock and analog control (you 


actually rotate the right stick to simulate reeling in the line), a 
variety of lures to choose from, three lakes on which to fish, and 
arcade, training and tournament modes. In addition, you can pay 
a visit to your own personal “Live Well” where you can view 
the fish you caught | i — 8 around in a small pool of water. 


GLOBAL, DOMINATION 


Global Domination is Psygnosis’ latest title and an entry 
into the real-time strategy category. What makes this title 
so unique is that it’s not the typical “build a base, create 
your army then head into battle" strategy game that most 
of us are used to seeing and playing. No, Global Domination 
takes its inspiration from a scene in James Bond’s “Never 
Say Never Again,” the board game Risk and the arcade 
classic, Missile Command, giving players a game that 
blends strategy and arcade elements and the best of both 
worlds. In the game, players will have to determine their 
strategy for conquering territories, whether it’s launch- 
ing major attacks against known enemies or picking 
off smaller neutrals to build their base of power. Expect 
unpredictable, real-time gameplay with adaptable АТ; inte- 
grated live-action mission briefings, a huge array of real- 
istic weapons, attack/defense missile silos, submarines, 
battleships, cruisers, satellites, and bombers; weapon 
technology that ranges from post-WWII to the 21st cen- 
tury; a variety of scenarios and missions to embark 
on, and a customizable mission editor to create your own 
campaigns. 
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SOUL OF THE SAMURAI 


Konami's third new game this year comes in the form of 
a fighting/action adventure titled Soul of the Samurai. Mixing 
pre-rendered backgrounds, intense 3D swordplay, RPG 
elements and an unfolding storyline, Soul of the Samurai 
could be yet another break-out title for the company. In the 
game, you can choose to play as two different characters; 
either a male or female, sword-wielding samurai. From what 
we can gather (the version we have is still in Japanese), 
both have their own unique storylines and quests which 
revolve around a Japanese village that has been taken hold 
of by an evil and deadly force. In the tradition of popular 
Samurai films, blood sprays from every artery, in every 
direction, each time you get off a clean swipe with your 
sword. In addition to bloody battles, there are items to find, 
people to talk to and hundreds of areas to explore. The 
developers at Konami of Japan have done a great job blend- 
ing photo-realistic backgrounds with polygonal character 
models. With what looks to be a detailed plot combined with 
plenty of blood-soaked action, Soul of the Samurai is already 
on our most wanted list: 


RUSHDOWN 


EA ha has been a se been a seriously busy company of late. Besides 
moving to their new “campus” on the ultra-expensive 
Northern California Peninsula, acquiring troubled (and 
not-so troubled) software companies and their titles left 
and right, and basically trying to beat out Bill Gates from 
taking over the world, they’ve also been picking up games 
from abroad. Offering three extreme sports; mountain 
biking, kayaking and snowboarding, Rushdown promis- 
es to feature break-neck, white-knuckle action across a 
variety of real-world exotic locales. In the game, players 
will compete in all three events on 15 courses, which range 
from the dense, foliage-filled jungles of the Amazon, to the 
fierce and unforgiving whitewater rapids of the Colorado 
River, or snowboarding down the treacherous slopes of 
Mount Kilimanjaro. When all is said and done, the game 
will feature a great 3D engine with super-fast frame rates 
(ranging between 30 to 60 fps), three modes of play; 
Arcade, Championship and Multiplayer, Dual Shock and 
analog support and licensed sponsors — Rosignol, Jansport 
and Sunn Mountain Bikes, Originally developed in France 
by Infogrames and localized by the masters at EA Canada, 
Rushdown should be out this March. 


i UAM || 


"P 


Mind if | 


попе of the mos бе 
PlayStation has 
со 


“A great game that's a blast to play and comes highly recommended.” U 


-Videogames.com 


“опе of the most innovative entries in Playstation's adventure category." 
-Imagine Games Network 


The Award-Winning Sequel to the Award-Winning Tecmo's Deception / £ 


Through the brutal use of brainwashing, the blue skinned Timenoids had 
for centuries ruthlessly dominated their inferior human counterparts. 
These immortal creatures were ingenious in their plans to create a new 


world disorder, cunningly crafting armies of unwary human drones to ` à M ы В \ 

infiltrate and wage war against the one race that possessed the power 7 | NE af 

to end their reign of terror — the human. Their plan backfired, though, | ә L AS 
TI 


ima 


2—1 "а 5—1 


when a young woman named Millennia, brainwashed but not brain-dead, = 
arrived on the scene. This is her story. This is your challenge. ; ресерпом 


9 li @ j j d. 
у & | y 


E. M PI 
2 j ! = 
ч вөшмовк ; TS de олу -— x 


© Biast Bomb ^ ) — ( 


Kogero Deception II“ © Tecmo Inc. Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation ond the PlayStation 
logos are registered trademarks of Sony Computer Entertainment Inc. Dual Shock is a trademark of Sony computer Entertainment Inc. 
The ratings icon is a trademark of the Interactive Digital Software Association. EGM Editor's Choice Silver Award™ received in ЕСМ issue Nov. 1998. 
ТЕСМО 19260 S. Van Ness Ave., Torrance, CA 90501 


Phone (310) 787-2900 Fax (310) 787-3131 visit Тесто at www.tecmoinc.com 


You:know, if you can't play the game, “then | don’ t 
want. to hear you: talkin’ trash. Take your. sorry 
butt out of here, апа go do something. else. I’m 
paraphrasing myself: here,’ as | had a similar con- 
versation with some local ‘utes’ last night on the 
hardwood at the open gym. Now, not that I’m one 
to shy away from a little smack talkin’, but yours 


` truly can back it up (and has been able to for some’ 
time). What irritates me, are the young. chumps. 
that can't play a lick, but they can flap their gums 
all.night long (or.at least until you; a) rain a 3 on: 
„ет, b). dunk on their fragile psyche, or.c) crush: 


"ет with. a pick until their teeth rattle). 


What in the name of Moses Malone does this have 
to do with ANYTHING, you ask? Like most of you, | 


|. read some of the."other” magazines out there, i 
and there's nothing more annoying than to read a 


review of a game from some Shemp who can't tell 
the difference between GameDay and ‘Pool 


Hustler. They'll usually start out the review with | 
' don't normally. play sports: 


something like 
games"... Great, so you. thought you would. try 
your hand at it now and try to convince me, a guy 
who plays EVERY sports game; that your opinion of 
МВА Live carries any weight at all. Nice try. Or, 
“better yet, | just love the mag(s) that have three 
or four people chime in with their fifty words on 


why such. and such a game 15 good/bad. Gimme a | 
break! 50: words?! They spend half their little | 


paragraph saying "1: can't believe: what: Bobby 
thinks. This sucks, sucks, sucks, sucks." Fine, but 
can you divulge WHY you think the game sucks 


(Sucks, sucks; sucks): Nope, sory; ‘out of space. Ë 
And then you look to see the scores and one. 
chump will rate it twice as high as the. other. 
three. So, do the other. three not enjoy this type. 


of game, and are they just there to take up space 


(lights flashing, horns beeping, "Correct ”)? Man, 
Гуе got better things to do than read that kind оѓ: 


'* garbage, don’t you? Heck; | don't know. about you; 


but do you really want to take the advice from 
some lameoid who thinks that Tetris is the great- 


-est game ever made (look it up, some mag. actu- 
“ally printed that = heck, think TWO of them may: 
have)? Great, let's all. sit around the gampnre. and 
| toast marshmallows together. i 


5 Неу, iti you Want to read about imported pu 
. Anime (what is that, French for. "Cartoon 7), or 
read an interview with some stage hand from a 
half-baked movie based on a video game, then Бу 


all means, do it. But, if you want to get in-depth 
coverage on GAMES, from: beginning to end, then 
PSExtreme is the only place to look. .- 

Now you know. уућа think, let me hear from you. 

-= DN net у 


Eric 
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NCAA FINAL FOUR 99. 


Don’ t look now, “but 989 Sports and developer Killer 
Game (the folks who-have done 989's NHL Face Off series) 
are trying their hand at college hoops. NCAA Final Four ` 
99 is the name of the same, and not only does it include 
- every Division I school, it also has most of the Division 11 
‘teams; às well. Of course, UC Davis, last year’s D2 nation: 
al champ isn't in there (which also happens to be my bet-- 
ter half's alma mater), but neither is SPU — better known 
as Seattle Pacific University. (they made it to the D2 Sweet - | 
16 last year, and a buddy of mine played there a few years `: 
back). Anyway, inspite of these personal s there 5 
stilla ton: of shoal to choose tromi 


The first thing уй Ale notice Š 
is how clean the вате looks, 
especially when compared to: 
March Madness from EA Sports... 
One of my many complaints with 
March Madness is that the game 
looks washed-out, and the play- ` 
ers tend to blend together and 
it’s easy to lose sight of the guy 
with the ball when: there are 
many players around. With Final 
: Four, the players are all very crisp 
and, even if there are five or six 
guys around the ball, |сап always 
figure out which guy is the one. 
| control (on defense, for exam- 
` ple). and which computer dude ` | 

is the one with the rock. Every | 
‘home court is as detailed.as the 
> real thing, and some are pretty 
cool looking, almost resembling 
some old high school gyms built Г Š 
in thé 40's and 50's! There are even various colors for. у 
the wood floors, and the light colored floors are bright 
enough to: make you want to wear your sunglasses JEn at 
| night... sing it Korey!). ` 


As soon as you boot up the game = (pardon the PC ter- 
| minology), you'll recognize that Killer Game is responsible. 

Alt of the menu screens and fonts are carried over from the 
NHL Face Off series and, for that matter, só are the mem- 
ory card option screen and the plain ol’ “options” screen: 
In fact, if you are familiar with Face Off, you should be | 
whipping around the menu screens like уой were riding a 
bike. l, for one, after having to:endure EA changing up 
the menus and fonts every year, on every product, апа forc- 
ing me to re-learn each one, am happy to see such famil- 
jar sights. Getting back to the options screen for'a moment 
ime Re of the same options ‘hat you change in the hock- ` GAME STATS. 


еу-вате are. present for you in the hoops game. Under CS-Worthridge ein 


PLAYER 
© #31 (ARIZ) 
Aj 


Erit 4) SelectTaam = Steel -| Ri Alpha 


the ‘rules’ heading, you can alter the half length. (5,10; ааа 
or 20 minutes), game speed (1-99); difficulty setting . S Бек ma 
(Freshman-Senior), and on/off for injuries, fatigue, fouls, 50% 3PT% 86% 
and the new shot meter. Under ‘presentation’, you can fine ES FTX 100% 
tune the level of play-by-play (done by ex-Celtic Quinn N. ER Е 
Buckner), crowd and f/x noise, music, and frequency of the: | 1 it. 14 
DEO E 5 Steals 3 


Exit stats 


Eli camera 


auto replays (as well as turn the / 
replays black and white). 

\ 

NCAA Final Four defaults to 

Sophomore difficulty, a ten minute half, 
and.50 on the ol’ game speed. Before tip- 
off, it will ask you if you want to turn 
on the shot meter. This new gameplay 
gizmo works as a different kind of timing 
mechanism: Pressing the shoot button (X) 
will cause the meter to come üp and; 
as you hold down the button, a red bar 
will rise vertically through a green zone, 
the entire thing showing up to the side of 
the guy shooting (it's about 80% of the 
height of the player). The meter works 
in two different ways. First, if you take; 
for instance, a 10' jumper, a "Hot Spot" 
will appear within the meter. If you 
release the ball in this area (it's a light 
green box), you will make the shot, no 
questions asked. The Hot Spot is differ- 
ent for each player, and is usually inside 
the 3-point arc. The second way the 
meter works is for shots you take outside 
of your range. You'll just get the standard 
meter but, if you release the ball with- 
in the half-way mark of the dark green 
area, you'll most likely make the shot. 
Here are the facts on shooting percent- 
ages as I've come to. discover; On 
Sophomore, | generally shoot in the high 
70% range, and upwards of the 80% range 
on 3's! On Junior, it's in the high 50's in 
both FG percentages and, on Senior, things 
get drastically more difficult — high 30's 
and mid 20's for 3's! Ouch! If you elect to 
play without the Shot Meter, then it's the 
standard release-at-the-top kind of shoot- 
ing. It took me about 3 games to get a 
grip on the shot meter (after all; hoops 
games have used the same shooting 
mechanism since the beginning of time). 
As far as shooting free throws is con- 
cerned, | haven't missed one yet, and I'm 
18 games into my season: (about 6 
attempts per game)! 


As far as the rest of the gameplay 
is concerned, Final Four plays like a 
dream. Rebounding is fantastic, due main- 
ly to the fact that the buttons react quick- 
ly. So, when you press the "closest guy to 
the ball” button, he’ll register instantly 
and you can get him into position to grab 
the ball. The animations are terrific, with 
at least a dozen different kinds of dunks 
(no shot meter involvement, just get in 
the key and jump)..The big guys have a 
nice little soft hook, and you can block 
shots and get steals, but not to the point 
of overkill. 


and Killer Game — a job well done! 


NCAA Final Four is not perfect, but it does a lot - fr 
of things right and, more importantly, it’s just fun to | 
play. The stat tracking is deep (top 10 in every confer- 
ence in over a dozen categories) and the interfaces are 
all quick and simple to use. Kudos to everyone at 989 
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Do you ever find yourself thinking that you'd love 
to cruise up to the mountains and do a little snow board- 
ing? Then you think, it's too far of a drive, or it's too.cold 
and it's way too expensive. Well, | have the solution 
for you. Capcom and.Ponycanyon have eotten together 
to produce one of the finest snow boarding games around 
today, Freestyle Boardin' ^99. Let's get to the top of the 
mountain for some serious shreddin' . 


Freestyle Boardin’ '99, from Capcom, gives you a 
lot to choose from. You can pick any event, including 
basic downhill, slalom, super slalom, or straight jump. 
The straight jump is my personal favorite. It's basical- 
ly the freestyle jump that you 
See. on ESPN from time to time. 
You can-do flips, spins, ollies; 
and a variety of different grabs 
in midair. Just make sure that 
you stick the landing or you 
won't get the points for а of 
those gnarly moves you just 
pulled off. If competition is 
more your style, then choose 
the competition mode and try 
to make it through a rigorous 
10-stage competition against 5 
other opponents.: Personally, | 
prefer- the competition mode. 
It allows you to blow other peo- 
ple off of the mountain, just 
like they do to me when I am in 
Tahoe trying to make it down 
alive (and pay $50 bucks for the 
privilege). 


J(——————— 


In FB "99, there are 5 different snowboarders to 
choose from. There are 3 male and 2 female. boarders. 
Each one has 120 points distributed among the: 5 cate- 
gories of Maximum Speed, Cornering, Technique, Power, 
and Recovery. Some are faster than others, but they 
make up for that with better cornering or recovery abil- 
ity. In competition mode, you choose one of the board- 
ers and take them through the competition. After each 
event, you earn points to distribute through their attrib- 
utes until they have been maxed out. There isn't any- 
thing in the game that is worth playing more than the 
competition mode. The only reason | would choose a dif- 
ferent mode. would be to get used to the courses and 
master some of the stunts; or to race one-on-one against 
a friend on a split-screen. 


Graphically, FB "99 is.really.nice. There are some 
rough edges to be cleaned up on the boundaries of the 
courses, such as the color blending of the trees, people, 
and some of the rocks. Everything else, though, looks to 
be well done. The soundtrack is pretty jammin'. There 
are some good tunes going on while you:shted and dùr- 
ing the replay mode. The only thing is that; when you're 
on a long downhill course, the:same song being played 


over and over can really get ú pue 
annoying. Other than the repet- 
"itiveness, |-really thought the 
soundtráck fit this game like a es 
body glove. As far as some of the other 

sounds are concerned, let's talk about. 

the sound of the board. shredding 

through the snow — it's as. if they. 

recorded my last-shred-fest! Now, | real- BOARDER -SELECT 
ize that I-have not dusted off the snow- SET 
: board in about 2 years; but | do know 
‘the sound of a well-maintained board 
shredding through some nice powder 


[UURSE-SELECT 


START- COURSE 


BOARDERS ABILITY 
Мах SPEED NINE 


and even that icy scraping sound. It's poe] ШШЕ 
а in there, and done Very, well: Dc 


RECOVERY NIE 


thad no problem playing Freestyle ad йы 
Boardin’ *99 for hours at a time. The 
only thing that | hated about this same 
wasthe fact that; while in competition 
mode, the other boarders on the course 
could run into me and knock me down 
with ease, and they would not even get ||——T=s======r J 
thrown off. balance: Whereas, if l-ran || see ser ] 
into them, they MIGHT fall and I. WILL 
be thrown off-balance and then I just 
rnight fall. Fortunately for me; through 
a lot of practice, | was able to avoid ће: 
other riders and, after building up some 59 
points in-the recovery category, | was GAM erin 
able to get right: back up опсе fell ` у Ë 
down. There's nothing worse than get: ` t $ saram # ® ome W siter Beur 
ting whacked.and not кеш able to 
whack back! ARGH! > 


| think that соп should add. a 

create your own character option in the 

“next version. Give the gamer 120 points 
to divide amongst the attributes and 
let.them personalize it a bit..| know 
that there aren’t a lot of guys out there 
who would choose a female character 
(even though the most balanced char- 
acter.on the game is Baby-Face; a 
woman). Also, there are a lot of young 
ladiés out: there (right? Апуопег Мо, > 
RuPaul; you don’t count) who would: ` 
love to choose a girl character and not 
а boy character. The fastest boarder in ` 
FB *99 is а dude. Of: course, you can 
change the attributes as you improve 
throughout the competition mode, but 
it would :still:be nice to create. a dude 
from scratch. 2 ` 


Freestyle Boardin’ 991 isa fast; easy 
to learn title that will sive you hours of 
snowy fun without getting cold or wet. . - 
I really enjoyed playing the game and 
know that [will keep enjoying it for 
months and months. While there aren't - 
many things that 1 disliked in FB ‘99, 

- there were a couple things that could use some work. 
Perhaps Capcom will take heed to my advice and add 
à create a character option. FB '99 is strong сот- 
petition and it goes head-to-head with Cool Boarders’ 
3. You might want to look at renting both; before 
determining which опе you should buy. 
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· of play. There are multiple licensed fighters all 


Jaleco is taking a page from the THQ business 
model with the pending release of “К1 Revenge”. 
Way back in March of 1997, THQ released Kt: The 
Arena Fighters from Xing Entertainment in Japan. 
This was one of the first in a series of titles that 
THQ brought over from Japan that has continu- 
ally fueled their recent success: Although K1 was- 
mta “huge” seller, it was a solid title that had a 
broad.base of support in the US. Revenge is the 
sequel and brings to the table everything that you `: 
would expect from a fighting game sequel. More 
moves and animations, faster frame rate, etc., 
etc., etc. 


In case you missed the 
original, K1 is an extreme- 


ly popular sport in Japan. 
that features the best of IST MATCH fi 
martial arts and: boxing. ҮТИ е ? 


Althoush Chuck Norris has 
done his best to promote 
the sport in the US, it has- 
n't quite caught on here like 
it has in Japan; although it ` 
does make for a pretty cool 
video game experience. The 
sport is basically.full con- 
tact martial arts, featuring 
Karate, Kung-Fu, Kenpo, 
Tae-Kwando and Kickboxing. 
The 1 behind the K desig- 
nates it as the quest for 
becoming number 1. 


ROUNDED 5 


Like any other fighting 
game on the PlayStation, K1 Revenge comes packed 
with the features we demand the most; one and 
two player, tournament, training and teams modes 


with signature moves, combos, hidden characters, 
high polygon counts and a decent frame rate. 
Additionally, you'll get the standard life and sta- 
mina gauges, as well as a time gauge and a combo 
attack display. 


If you've ever played a fighting same on the 
PlayStation, you'll immediately be familiar with 
the play mechanics of K1; they're very straight 
forward and are actually conducive to heavy but- 
ton smashing attacks. You work-your way through 
a series of matches that will eventually decide the 
K1 champion in three round, three minutes per 
round, bouts. If there is а tie after the three 
rounds, you'll get one additional three minute 
round to decide the match. And, if that's not | 
enough, you'll get one more three minute round 
if you tie again. At the completion of this round, 
if you're not dead yet, the computer will decide 
а winner based on minimal differences in gauges. 


Just like the Tekken series, © 
f you.are offered the chance: | 
‘to go in and learn all the spe- ` X 
cial moves and combos that 
| keep you coming back to these _ 
: types of games before hand, as well 
as adjust your difficulty level. 
Although the sport may seem a lit- 
tle different than your average 
-PlayStation fighter, it's basically 
> just like every other non-weapons 
based game. You use every part of 
your body; hands feet, etc. to try 
to take down your opponent. 
Although it tries to distinguish itself 
ЈЕ = —A by being an "officially licensed 
; martial arts” вате, it pretty much 
boils down to just another twist. on 
the fighting same genre. This does- 
n't mean it's not entertaining, it's 
just not that different from much 4 
of anything else on the PlayStation. 


Graphically, | have no real com- 
plaints, the. arenas "are. very 
detailed. and are quite colorful. The 
fighters themselves are realistically 
proportioned (unlike Knockout 
Kings) and contain quite a bit of 
detail themselves. There just isn’t. 
alot to get excited about. Certain 
kicks. and punches. generate. 
"Toshindenesque " fireworks, but 
that is pretty much the extent of 
it The frame rate isn't lightning 
fast. In fact, it’s a tad on the slow 
side which gives you plenty of reac- 
tion time to counter your oppo- 
nent's «attacks. The default 
difficulty setting is a little on the 
easy side. The first time | played 
K1: Revenge I blew right through 
to the championship. As. | men- 
tioned earlier, you can adjust the 
difficulty, but all this really does is 
limit the amount of damage your 
opponent takes, thus requiring you 
to hit him twice as often to get the 
same effect. Ramping up the dif- 
ficulty really doesn't alter the Al 
and cause you to change your mode. 
of attack, it just requires you to 
bit the buttons twice. as many 
times: 


While not the most innovative 
fighter on the PlayStation; K1: 
Revenge does have some redeem- 
ing value. The kick boxing element 
adds a little variety and the pletho- 
ra of options make for an above - 
average shelf life. However, the Я 

limited Al апа the-overall ease of progression 
limit its appeal amongst the Tekkens and 
WWF/WCW games currently available. K1: 
Revenge 15 what “Silver” 15 all about, in that 
it’s a decent purchase for fans of this type of 
game, but a rental f for. the casual fighting 
guy/gal! 
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TRIPLE PLAY 2000 


The Triple Play series : 


from EA Sports has. seen 
| good times and bad times. 
Dating -back . to . the 
Genesis, ` Triple Play; has 
always featured a ton: of 
different. player. anima- 
tions.and a list of features 
‘by which all other baseball 
games were. measured. 
However, sometimes the 
animations got in the way 
of the gameplay and, as 
was the case last year, the 
interference was so bad 
the game was declared 
unplayable by most con- 
sumers ‘and critics. alike. 
The. major problem -was 
the inability to field balls 
in the infield or ‘chase 


down fly balls in the out- | 


field, 


“control than ever when standing 


. at the plate. EA Sports is also 


promising a faster. frame rate 
than.in previous installments, and 
this should help to speed up the 
overall time that a single game 
requires. As for the animations, 
last year there were over 13,000 
frames of animation; and. now 
players have faces that show dif- 


ferent. facial expressions (bor- 
rowed from the МВА Live engine, 
no doubt) depending on the in- 
game ‘situations. Strike out. and 
pout on, your way back to the 
‘dugout, or smack a same winning 
homer and you can look as happy 
as a clam (or simply kiss your fin- 
gers and point to yourself). 
Besides all of. this nifty. new 


stuff, Triple Play 2000 features a 


new twist. on an old dog -- ‘that of 
the Home Run 
contest. The HR 


but there were » disp quite. a few Al ` 


breakdowns ‘as. welt, all of which || ~ j Derby 15. now 
turned a fine product (Triple Play 98) xj | М || played like it 


: into a sub par effort. (Triple Play: 99). 
Well; get ready for 2000, and all: of the 
new features and enhancements that ple one-on-one 
EA Sports hopes will put the series back 3 | ‘competition with only three outs avail 
on top. | у й.) abletoeach contestant. There will also 


< was рге. WWII, 
that being a sim- 


Some of the new {саш that EA 
s bringing to the table include. more 
camera angles, a bigger hitting. zone, 


be new crowd reactions, Buck and Jim 
are both: back: behind the mic, Dual 


~ Shock will be supported, and the com: 


faster . frame rate, сапа 
even more. animations. - 
Triple Play 99 had; as one 
of its strengths; nice cut 
scenes that displayed. atv. 


broadcast. ` quality. For |: 
2000, there are now more |. 


than 75 different camera: 
|| angles, showcasing: all. of 
ће great plays and:high- 


_ lights that keep you glued. 


to your idiot box each and 


- puter should make intelligent trades during the season 
` (between you and other computer teams). 
Triple Play 2000 also. sports some new lighting effects 


“that show off the varying player 
..sizes, and gives a more realistic 


"interpretation. of the ‘players’ 
‘moves. Add to the mix even more 


у "goodies and the ability to track a 


million different statistics (give or 
take a grand), and Triple Play 
2000 looks to be starting off the ` | 


- new season in grand fashion. . 


Every! night: The "sweet 
spot” has been increased ` 
this year, allowing ‘for a 
'more' successful trip to the |. ` 
plate. Batters. can now | 
open. and close their 
stances.and, together with 
varied ` swinging « levels, 
players should have more 


//HTERPLAS ^ 


5. 


P Some of. you that are 


‘IL clever and in. touch: with 


the sports video game mar- 
iket. will notice ` something 
missing from the title of 


this game; Baseball 2000. - 


You're. thinking, "Hmmm, 
| Interplay.: baseball... 

: Yup, that’s ‘right, 
gone is VR Sports and. the 
entire VR prefix to: their 


game, and їп its place is. 


Interplay Sports and simply, 
Baseball 2000... The VR 


‘Baseball series has always” 


had tough; competition 
from both. 989. (previously 
Sony) and EA Sports, in the 
way of the MLB and Triple 
‘Play series, respectively. 


Despite the smaller scope. 

of the product, Interplay ` 
2 has been able to. deliver a. 
fun, quick. playing style of | 
; baseball: that highlighted соп: 
trol over flashy graphics and | 


МЕ Baseball was originally slat: 

edas "a game that makes you- | 
feel De you’ re at Ше ball- ` 
ратк”, The 


crowd. [de 


“the services of Vin Scully to do the 
play-by-play for their MLB.99 game, 
and their addition of a system for the 


::create-a-player. character perform: 


ing in the cactus league (vying for a ` 
spot on the big league roster). sig- 
naléd that it was time to bring bigger. 
and better improvements to their 


own baseball series. 


= Now that you know the back- 
ground. of Baseball 2000, here's a 
smattering of things to look for in the 
latest edition; new TV style presen- 
tation with 3D overlays and profes- 
sional. broadcast quality play-by- 


. play, more than 60 new batter and 
|. pitcher signature moves; as well as - 
another 200 specialty animations; 


smarter Al, a new Tournament mode ` 


‘that utilizes your own drafted all- 


star players, and a state of the art . 


; create-a-player option. The play-by- 


play will be done bye: the Anaheim 


` Angels' Sean McCall, and the TV style 


camera: work ` ‘includes numerous ` 


¿viewing angles. Some of the new ani- 
“mations include players that actually . 


"round" the bases and outfielders 
that dive to make shoestring catch- - 


E The Artificial резче (Al) has 


, been. tuned. to 
give even the 


led, the umpires were ‘clearly understoad, 


and the vendors could be hear in the 3 | 


distance selling peanuts and ho! The 
first version of the game (VR Baseball 97) 
was a bit tough’ around the edges, in 
terms of graphic punch, ‘but ho other ў 
game һаа as simple an interface (for the ` 
pitcher/batter duel), and the. fielding г. 


“most. seasoned 


video game play- || — 


ers a challenge, ` 


and there’s a new 


"Ћоокіе” mode 
for beginners. 
The Tournament mode allows you to 


; quickly enter the playoffs with your own 
“custom team, selected from а fantasy. 


рет of the game was: also Hale ell 
е draft. The create-a-player option (the ` 
» first time: offered in.the series) | lets you customize your. play- 
“er in over a dozen different categories. ` у 
Ви Baseball 2000 should be out by Opening pay, 50 S look for 
22 foripiste r review in the next issue! i 
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Konami / KCET / MARCH 


It wasn't too long ago when Konami's hoops franchise, In the Zone (ITZ), was Ше best playing same of hoops to be found on the 
PlayStation. Actually, In the Zone 2:15 still considered the best arcade game of basketball to come out since Slam “n Jam on the short lived 
300 console. Konami tried to take ITZ the simulation route last year, and it couldn't stand up to the competition from EA Sports and 989 
Studios: With that lesson learned, Konami has once again gone back to the arcade style gameplay and, from what we can tell with the 
early version, they are (back) on the right track. 

In the Zone 99 still features the NBA license and all of the players 
3. in the NBA “union”, but the gameplay is fast and furious (unlike the 
methodical "pass hi, pass low, swing left, swing right, pass low, pass 
high, shoot "style of hoops that plaques the real NBA right now). With 

ЇТ7 99, the players will react quickly; rebound enthusiastically, and ` 
lunge for steal attempts. There's.also plenty of bangin’ going on, so 
don’t be surprised to see your guy get nailed on his way to the hoop, 
draw the foul, hit the shot, then add an extra point on with a free throw. 
New for 99 is a 3 point shooting contest that gets progressively 
more difficult, and a dunk contest (haven't seen one of 


those since Jordan vs Bird) that features five levels of diffi- 
culty, plus ап amazing number of different dunks.: Stay: 
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MONACO GRAND PRIX 


Ubi Soft / Ubi Soft./ March 


The Frerich developer, Ubi Soft, is currently working.on a ton of PlayStation titles. Besides 
the eagerly awaited sequel to Rayman (Rayman 2), Ubi Soft is also working on a sports title (All 
Star Tennis) and an F1 racing simulation, Monaco Grand Prix. This racing title has all of the stan- 
dard features that racing fans have come to expect; along with a host of improvements. 

Monaco Grand Prix boasts. 16 international tracks modeled after professional courses. 
‘Twenty-two F1 race cars are on the-track simultaneously, while still maintaining 30 frames per 
second: There are six different race modes — arcade (3 tracks available at the onset, then 

more open ир as races are won), single гасе, Championship (just like а -~ || 
season of Grand Prix racing); Time Attack, Free Run, and Ghost. And; as 
an added bonus, Ubi Soft put in 4 player mode with the use of a link 
cable, ; 
Monaco Grand Prix also features realistic racing environments and 
car models; The cars take on damage, and you can see the parts fly off as 
you smash your million dollar machine. The courses have water puddles, 
| -- skid: marks, the aforementioned car parts, and other debris, depending 
` on the conditions. There will be а total of five camera 
angles from which. to choose, including a rear view 
mirror. ` j 
Look for a complete review of Ubi Soft's Monaco 


Grand Prix in the April issue of PsExtreme. 
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PUBLISHED AND DEVELOPED BY KOMANW 


Konami's Silent Hill gives me the creeps. 
Here I am, at the ripe old age of 30, and while 
SILEN Ñ ЕЩ | playing through the game late last night, I have 
to admit I was a little scared. Ok, it, was rain- 

ing and windy outside and I was playing in 

the dark but, for a guy that was spoon-fed 
“Ж on horror movies growing up, that’s 
not an easy thing to do. Let's just 
say Silent Hill is not the type of. 
game for anyone who might be 
high-strung, paranoid or of the faint of heart, as the creators of the 
game have done everything in their power to make you feel nervous, 
apprehensive, just a little uncomfortable and, hopefully, utterly 
terrified. 


The remarkable CG intro tells a tale that would make Stephen 
King green with envy. You (Harry Mason) and your daughter 
(Cheryl) are heading through a mountain pass late at night. 
You've decided to take her and on an overdue getaway to try 
and get past the recent death of your wife. The final destina- 
tion: Silent Hill, a small, sleepy resort town way past its prime, 
but just the place for you and Cheryl to spend some quiet, qual- 
ity time with each other. You probably should have listened 
to your gut feeling this morning, when you couldn’t get your 
car to start, putting you way behind schedule. Now, as it gets 
closer to midnight, you're starting to get sleepy, and that’s not 
a good thing. As you navigate around a hairpin turn, a light 
catches the corner of your eye in your side-view mirror, The 
next moment, a motorcycle whizzes by. You don’t give it anoth- 
er thought, until you see what looks like the same motorcycle 
wrecked on the side of the road. Maybe you took too long of a 
look as you drove by because, when you shift your eyes back 
to the road, there’s someone or something directly in front of 
your headlights. The last thing you hear as you slam on the breaks 
and jam the steering wheel in the other direction is a blood cur- 
dling scream. Was that Cheryl!?! Time passes. You finally regain 
consciousness to find your Jeep totalled, your head pounding and 
your daughter, who was sitting, sound asleep, buckled-up next to 
you in the front seat, nowhere to be seen. You pull yourself out of the 
car, take a moment to shake the nausea and dizziness you're experi- 
encing, then amble toward Silent Hill where, hopefully, you'll find your 
daughter. 


From the get go, you’re thrown into the twisted town of Silent Hill, where 
deformed beasts roam its fog-drenched streets and the local school is filled 
with grotesque, knife-wielding babies. Their is a ubiquitous darkness that hangs 
heavily over head and the small ray from your breast pocket flashlight can do little 
to pierce its suffocating effects. Besides finding out what happened to your daughter, 


This is not a dream! 


What's happening o en Check the piano? 


еј 
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you're going to have to unravel the mystery = R. e° д 
behind what has happened to this town — per- A TED " Page 63 


haps they're related...? 


Silent, Hill will, no doubt, be compared many, many times to Capcom's Resident Evil. While 
hat’s certainly not bad company to keep, there are numerous differences that separate the two 
games in many ways. While the game does force the player to solve puzzles, explore monster- 
filled rooms, streets and buildings, and wield weapons (a gun, shotgun and a knife), there are quite 
a few major differences, particularly in the 3D engine and storyline, that separate the two by a wide 
margin. For starters, the graphic engine, while a bit rough around the edges, is completely 3D. Unlike 
he Resident Evil series, where the backgrounds are pre-rendered “sets.” Silent Hill’s environments 
are all rendered on the fly, allowing the creators to do some crafty camera work. In fact, the 
camera is one of the game’s most brilliant features. There are certain instances where it will pan, 
zoom and rotate in a variety of directions, adding to the feeling of dementia one gets while playing this game. 

In addition, Silent Hill is much more dark and macabre, evoking memories of such horror flicks as “It’s Alive” 
“Hellraiser” and “The Hills Have Eyes." In addition, most of the game is played out in utter darkness, 
with only a small circle of light to illuminate your surroundings. To help alert you to the possibility 
of approaching enemies, you find and carry a pocket radio, which will crackle with “white noise” 
when a freak is in close proximity. Believe me, all this does is add to the overall apprehension you 
feel in the game. You know there's something out there — maybe right behind you, maybe right in 
ront of you — but it’s so dark, you're never quite sure until it’s almost too late. And, it’s possible 
(and sometimes quite necessary) to use the darkness to your advantage. There will be plenty of 

times when you find yourself out of ammo during the course of the game, and the only way to 
successfully avoid the hordes of monsters is to turn off your light and attempt to sneak by unno- 
ticed. 


The puzzles run from easy (find a set of three keys to open a door) to cryptic (deci- 
pher a poem in order to play the corresponding notes on a blood-splattered piano) and, once 
you find the map for each level, you are usually provided with visual markers as to where 
you need to go next. The world of Silent Hill also has an alternate dimension, where things 
go from strange and twisted, to just plain sick and demented. Your character is going to have 
to successfully navigate through both in order to finish the game and find his daughter. 


The one other key feature, which really adds to the horrific atmosphere, is the 
game’s ambient soundtrack. Expect to hear a mixture of grinding metal, whaling screams, 
air raid sirens and strange, constantly eerie music playing in the background. 


Complaints? A few minor ones; the voice acting is nowhere near the benchmark and 

caliber that Konami set with Metal Gear Solid, the difficulty is set pretty high (with seem- 
ingly never enough ammo to kill even half the monsters you encounter), and the graphics, 
while well-done, could use a few more months of polishing. Even so, I would definitely rec- 
ommend Silent Hill, not only to fans of the whole “survival horror” genre, but to anyone 
who likes a good scare and a good adventure. While not quite 
"Triple A,” Silent Hill is another great PlayStation title and 
one that should not be missed. 
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PUBLISHED BY ASCH ENTERTAINMENT — DEVELOPED BY REM 


If you frequented arcades in the late 1980's, GENR == а 
you're probably familiar with R-Type. The game SHOOTE 
was a side-scrolling shooter that made previous AVAILAI 


efforts seem tame by comparison. Enemies NOW 
came at you from all sides so that you could- 

n't stop moving. You could also collect 

some creative power-up weapons that 

pana sa Caen provided extra firepower against g 
ИШЕН SOF THARE ENGIKEERINE N. enormous bosses. R-Type became 
the stereotypical shooter. 


Life has moved on since 1987, and so have videogames. Since 
the number of enemies and amount of firepower that can appear 
simultaneously is determined by a game’s memory capacity, it fol- 
lows that improvements in technology have led to more action 
than was capable 12 years ago. Today’s shooters are much more 
graphically interesting, while remaining just as physically 
demanding (if not more so) than their predecessors. So, who 
would want to go back to those thrilling days of yesteryear? 
Retrogaming junkies like me, that’s who! Sheesh! 


Irem and ASCII have now jumped on the nostalgia band- 
wagon with their own “collection” of classic arcade games. I 
use the term “collection” very loosely. You won’t find a hand- 
ful of games here, as you would with other collections. Instead, 
you get just two games: R-Type and R-Type II. You also 
get “R’s Library Version 1.0” which includes a genealogy 
of the R series spaceships, a history of the R-Type uni- 
verse from the year 2043 to 2165, and a listing of all tar- 
gets found in both games and their respective point values. 
There is no “real world” history of the actual coin-op games 
or interviews with the programmer(s). 


Options, which are set independently for both R-Type and 
R-Type II, include the number of lives, the level of difficulty, 
and controller button configurations. The games utilize the stan- 
dard controller, but the vibration function of the dual shock ana- 
log is also supported. The way it jolts you when the “Continue?” 
timer counts down after the game ends will make you think you're 
having a heart attack. Speaking of continues, you can keep playing 
the game indefinitely, so long as you keep putting another quarter 
in the machine by pressing the SELECT button. Two people can play, 
alternating turns, but you had better pay attention because the game 
does not tell you who is up next. Settings and high scores can be saved 
to a memory card, which also allows you to select a level at which to con- 
tinue the game (so long as you’ve reached it before). 

How do the games play? Keep in mind that these are games from the late 


1980’s. The soundtrack is nothing special and the graphics are a simple collection 
of sprites— no fancy 3D polygons or pre-rendered backgrounds here! Passersby might 


* 
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assume you are playing a SNES or Genesis 


game. Yet R-Type and R-Type II are still addictive and the biological/mechanical designs of 
levels and enemies are still interesting to look at. Not that you'll have much time for sightsee- 
ing! Both games are quite challenging — especially if you no longer remember the Achilles’ heel 
of each boss. 


Of course, no matter how fun they might be, the old R-Type games can’t hope to compete 
with the modern crop of shooters they inspired, such as Einhander and G-Darius. Thus, this 
game seems aimed squarely at retrogaming enthusiasts or fans of the originals. The problem 
is that we have come to expect far more. I can’t imagine that both games take up much space 
on the disk, even with the library sections. The CGI prologue probably consumes far more mem- 
ory than the games themselves. Unfortunately, this nice-looking intro makes the 2D game graph- 
ics seem that much more outdated. Oddly enough, there are also 3D models of all the various ships in the 

genealogy section. This raises a question: If Irem went to the trouble of creating polygonal models of 
R-Type ships, why not create a brand-new 3D R-Type game? The answer is that they did, but they 
chose to put it on an entirely separate disk (the forthcoming R-Type Delta). 


That, my friends, is unforgivable in my book. Irem should have taken a cue from Activision 
and included the classic versions of R-Type as bonuses on the same disk as the 3D remake. Can 
you imagine if the recently updated Asteroids game had sold separately from another disk 
with nothing but the original coin-op Asteroids and Asteroids Deluxe on it? They would have 
been criticized, and rightly so. I can’t understand why Sony allowed Irem to release a disk that 
has only two old games on it, especially since they were apparently unwilling to allow Capcom 
to do the same thing with its Generations collection— and those even had three games per 

disk! 


Normally, I don’t mention prices because I believe a game is either good, bad or mediocre, 
regardless of how much it costs. I’ve always left it up to readers to decide how much 
they аге willing to spend. I am aware, however, that the purchase price can have an effect 
on your overall enjoyment of a game. After all, we want to think that we got our money’s 

worth. So, I’m going to break one of my own rules of game review. Неге we go! Take a 
deep breath! 


R-Types is a “collection” of two shooters which are so much alike that they practi- 
cally seem like the same game. Although the gameplay is fun and challenging, the graph- 
ics and sound are quite outdated. Unless you are a hard-core fan who just has to have 
a copy for its historical value, R-Types may only be worth a purchase if it is released at 
a bargain price. At full price (1.e.— $39 and up), retrogaming enthusiasts can get much 
more value for their dollar by sticking with the Arcade’s Greatest Hits or Namco Museum 

series’. Casual R-Type fans, or gamers who love shooters in general, ought to wait for R- 
Type Delta instead. I have nothing against 2D games, and 

тт І applaud companies for sustaining the classics, but this 

collection is deficient. j 
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PUBLISHED BY TAKE 2 — DEVELOPED BY BLAM! 


There is no denying that the Zelda 
series of games are classics. I remem- 
ber the thrill of adventuring through 
each one, going all the way back to 
the original NES. The only down- 
side to the Zelda games is that 
they are only available on 
Nintendo systems (for obvi! 
ous reasons). Imagine my 
excitement then when I 
first heard about Monkey Hero, an action/adventure 
game similar in concept to the Zelda series, except 
it would be appearing on the PSX. Happy, Happy, Joy, 
doy. Finally I thought, something like Zelda on the 
PSX. Then I saw the game. While it isn’t bad, Monkey 
Hero is nowhere near the caliber of a Zelda title. 


The story behind Monkey Hero is a loose inter- 
pretation of an ancient Chinese legend. The play- 
er is cast as the Monkey Hero, a monkey who 
must save the land from the evil Nightmare King. 
The Nightmare King has entered the waking 
world and stolen pages from the magic story- 
book that protects the land. With the storybook 
in shambles, the Nightmare King is free to send 
nightmare monsters into the real world. It is up 
to Monkey to retrieve the stolen pages from 
around the world and restore the book, in order 
to defeat the Nightmare King. 


Monkey Hero plays much as one would 
expect. The world is non-linear, but it is gated off 
so that the player can only access certain parts. 
As your power grows, so does the amount of the 
world that is open for you to explore. Because the 
main objective of the game is to restore the book, 
there is a lot of running around on “quests” and 
wandering through dungeons in an attempt to find 
what you need. 


Combat is simple. Monkey can either swing a stick 
at his foes (stronger sticks are obtained later in the 
game) or pick up items, such as boxes, and throw them 
at the baddies. Boss fights involve learning a pattern and 
then dodging until there is an opening. 

The dungeons in the game are decently sized and pro- 
vide a challenge for the player, but they do not frustrate by 
getting you lost. There is one main path through every area of 
the game and it is usually fairly straightforward. This means that 
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time spent playing is actually spent 


playing and not spent wandering around wondering “what do I do next?" 
Puzzles in the dungeons are mostly of the “where is the key" type. 
Players will have to wander through each room killing enemies and flipping 


switches until the proper key is found in a magic chest. This is typical fare 
for the genre. 


What hurts Monkey Hero the most, and keeps it at the level of an 
ШШШ! average game, is the overall quality level of the presentation. The script used 
in the game is good, although older players are sure to chuckle at parts of 
the dialogue, as it tends to skew a bit on the younger side. A lot of the con- 
versation just seems simplistic. 


Visually, the whole game is done in polygons and it looks nice — when it is stand- 
ing still. As soon as Monkey moves, however, the slowdown and delay is 
quite noticeable. The game feels like it is playing at half speed any time 
there are more than three enemies on screen. The slowdown, combined with 
a limited number of animation frames, gives the game a jerky, almost unfin- 
ished look. It can also have an effect on combat as the slowdown makes it 
harder to time attacks properly. Another graphical issue concerns the doors. 
Whenever Monkey opens a door, it swings open and then disappears. This 
may have been done to remove extra polys from the scene, but it just looks 
like a bad design mistake. Although the game does suffer from a poor dis- 
play, the individual graphic items are well done. There is a heavy Japanese 
influence in the style which is quite noticeable in the game. Fans of anime 
willimmediately recognize the look. The programmers at Blam! credit 
Dragonball Z as a big influence on their visuals. 


Monkey Hero supports the analog stick on a Dual Shock controller, 
yet there are no degrees of control. When using the analog controller, 
Monkey is either running or standing still. I actually found it easier 
to control with the digital pad. 


Despite the problems inherent in the game, Monkey Hero is still 
worth checking out. The real question, as always, comes down to “is 
the game any fun?” And for that I would have to answer yes. While 
it isn’t going to be a top ten title, Monkey Hero does provide a quick fix 
gaming experience for action adventure junkies. It is also a great title 
to purchase for younger players because the game doesn’t have a 

high complexity level. If you’re into the genre then it might be worth 
a purchase, otherwise a weekend rental from 
Blockbuster will more than do the trick. 
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PUBLISHED BY ACTIVISION — DEVELOPED BY MICROPOSE 


Arguably one of the most popular PC- ELA 
based strategy games, Civilization II is the SINA 
PlayStation port of the same title. And, AVAILAB 
while other strategy games have graced NOW 
the console none, thus far, have 

brought as much depth and com- 

plexity to the genre as does this 

title. Civilization I is a turn- 
based strategy game routed 
in the quest of building 
empires. The foundation is anchored by a significant amount 
of real-world historical facts concerning rulers dating back 
some 6,000 years. 


Not for the faint of heart, some considerable time 
must be invested to learn the nuances and subtleties 
of domineering an empire. Fortunately, in the midst of 
all the depth, the game has one of the best tutorial 
features ever designed. Seemingly too forgiving, at 
first blush, the beginner mode allows the novice play- 
er to jump right into the game play. More impor- 
tantly, the player will likely fare rather well in the 
process; being aided by numerous prompts and sug- 
gestions from those more knowledgeable about world 
affairs than themselves. What is nice about this sys- 
tem is that, as the player becomes more comfort- 
able with the game, and learns more about ruling 
an empire, the need for the help significantly dimin- 
ishes, leaving one compelled to commence disabling 
the CPU’s assistance. Several multi-tiered difficulty 
levels are executable at the start of a session, adding 
a great deal of flexibility and customization to the 
game play. The urge strengthens to take the reigns 
and begin conquering worldly obstacles after a short 
time. 

Once the settings are in place, the player sets up 
their world, begins building and managing cities, and 
starts putting into place the makings of a system of defense. 
Walls, catapults, army units, etc. can be built, Depending 7 Ne 
upon the player's progress and the time period of events, 3 os wi 
various technologies and items are available. Throughout 
the game, the player will discover techniques, data, and other —— 
significant information that will aid in the growth of their civi- 
lization. Exploring the world, the player can develop relations with 
other civilizations, ultimately making strategic alliances that can 
greatly affect the quality of life for the people under the current rule. 


Things like the happiness of the townspeople weigh greatly in how 


Wise. 
шыту 
dg 


78 


F 


i ee 
| E odueéd in 
Sises the mount of Shields PF) 
creases nt 
Brassland {гоз 0 + j 
је for explanation 


17 explanation 


RATED • Page 67 
efficient a civilization is functioning. 


Once things like colonization and military issues are in place, the player can 
focus upon advancements, setting up tax structures and even changing forms of 
government. Trade, conveyance diplomacy and social etiquette are all very real 
components used to evaluate the rule of a civilization’s leader. Functions such as 
infrastructure improvements, harvesting raw materials and maintaining order 
amongst the people are key factors in being successful. 


Later, as the complexity of the game develops, and the civilization becomes 
more sophisticated through the ages, exploration and defense can be enhanced 
by the aid of Naval and Air units. Using all of the available resources effectively is 
critical in making the needed jumps in cultural affairs and societal advancements. 
As has been covered extensively in Sun Tzu’s Art Of War, written some 2000 plus years ago, 

the use of spies in the gathering of intelligence will also become a main ingredient in 
your quest to become defining leader of your time. Bribery, sabotage, theft of secrets 
and poisoning of the environment become tangible assets of warfare and foul play. 
Ultimately, the history of civilization crests when space exploration yields the find- 
ing of colonists in outer space. This is accomplished by entering the Apollo Program 
of scientific space exploration and development. Reach this plateau and you know 
you have maximized your ability to run governments, military units, and play the 
ultimate political games with a great degree of savvy and cunning. 


As a port, the game is basically intact, albeit for a few exceptions. The music 
has been re-mastered and, considering the short looped tracks and repetition 
of theme, becomes quickly annoying in most instances. In addition, the text 
in the dialog boxes is rather small, even on a 35” Monitor. There is also 
some difficulty found when trying to distinguish between units and forces once 
a region has become rather densely populated by more than one civiliza- 
tion. It would have perhaps been nice to have some control over the isomet- 
ric viewing angle; thus enabling the player to tilt the playing field to varying 
degrees. The color palette is adequate, but also seems to lend to some of 
the visual problems that can crop up under the aforementioned circumstances. 


Copious amounts of time will be sucked from your life as you begin to 
play — No, live this game. The basic components of a “good” game are clever 
and efficient design, playability and implementation. The attributes of a “great” 
game involve all of the above, coupled with an inherent drive to play over 
and over and over again. Civilization II embodies all of these attributes, while 

preserving the integrity of the original PC title. This bodes quite well for strat- 
egy game enthusiasts, as Civilization II stands as one of the best produced for 
the PlayStation thus far. 
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PUBLISHED BY GT INTERACTIVE — DEVELOPED BY KING OF THE JUNGLE 


GT’s Invasion From Beyond looked 
very promising a couple months back, 
with some insanely gorgeous graphics, AVAILABLE: 
a next generation game engine, and NOW 

an entertaining backdrop. I was suit- 

ing up and begging to be the first 

inline to start blasting away at 

the little green men in UFOs. 


Having taken, its cue 
from the hordes of ’50’s 
and ’60’s space alien movies Invasion From Beyond pits 
you against swarms, and I do mean swarms, of Martian 
piloted crafts. A classic B-movie plot has TinyTown 
being attacked by extra-terrestrials — outside of the 
nation’s capitol, farm workers are disappearing, crop 
circles are being discovered hourly, The Enquirer 
is having a field day, and there is but one pilot who 
can save Earth — that pilot, as luck would have 
it, is you. Congratulations! Your mission, should 
you choose to accept it, is to pilot one of twelve 
ships, each featuring a number of weapon pods, 
cargo holds, and a variety of different attributes 
— speed, maneuverability, etc. Weapons and new 
ships can be researched and discovered as you 
play through the game. All you have to do is grab 
various components littered throughout the worlds 
— easier said then done. 


Now, I know my place in the galaxy and, thank- 
fully, Iam not a pilot (по offense to any pilots out 
there). However, if I were to be a pilot, especial- 
ly one in à battle to save mankind from utter 
destruction, there are a some things that I would 
expect. No, not expect, demand, B-movie or not! One 
is to be spoken to — maybe games like Colony Wars 
and Wing Commander have spoiled me, but voice- 
overs seem to have become an integral part of sci-fi 
based games (I know that Invasion is not intended to 
be like the aforementioned titles, but still it's in the same 
genre). Each mission has anywhere from a single to eight 
or so objectives that must be carried out and the select 
button must be pushed to READ them; sadly, there is no 
beautiful voice telling you your next assignment. Additionally, 
during missions, text will also be popping up along the bot- 
tom and I was hard pressed to keep track of that, what with try- 
ing to blast aliens out of the sky, rescuing civilians, saving scientists, 
and trying to find bonus items and all. 
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Li Another demand I would have is 

1 control. The flight physics on the space crafts is decent at best — piloting con- 

sists of using the @ and © buttons to accelerate and reverse, shoulder but- 

tons strafe, and the analog stick is used to aim the targeting crosshair 

Chere is no altitude control) you will always remain a safe distance off the 

terrain, as near as I could tell. There is only a third-person craft view, so 

the vibration function of the Dual Shock is a necessary aid in letting you know 
when you are being fired upon. 


The first thing I did when I entered the game was to enter the flight 
simulator so that I could get an idea of what to expect. I was thrown a huge 
welcome party by about 6,000 enemy saucers who all had my number. Hoping 
the game would treat me more kindly, I cautiously started out on my mission to save 

humanity. Invasion eases you into the game quickly, one mistake and it’s ‘Game Over’ 
If you fail to meet any mission objective then it is time to start again. My 
complaints — there are many times when there aren’t any signals to let you 
know you have successfully met an objective. The radar represents all objects 
by a different colored square. It is nearly impossible to use, as there are 
seemingly hundreds of alien craft squares engulfing the entire thing. There 
were way too many enemy craft attacking me at the same time and finding 
the color-coded square I was looking for was like trying to find the latest 
Backstreet Boys’ CD in a town full of teenage girls. Difficulty settings would 
have been a wise addition, as the game borders on the ‘frustratingly 
hard’ side. The environments get repetitive as you’re always hovering just 
above the terrain of towns. Lastly, no cinematics, not even an intro movie. 
It is rare nowadays to be able to pick up a PSX game and not at least be 
greeted by a nicely rendered how-do-you-do clip. Here, you get nothing! 


On the plus side, the graphics are well done, as they are running 
at fifty plus frames a second. Nice lens flares, translucent explosions, 
and colorful scenery make for a good-looking game but, unfortunately, 
this beauty is only skin deep. Lastly, the music is awesome! It is ambi- 
ent, ’50’s style, sci-fi B-movie quality. I am even willing to say that it 
is the best part about this game. It does a tremendous job of making you 
feel like you’re watching a UFO war unfold right on your own TV. 


The lowdown — pretty graphics and terrific music. Beyond that, the 
invasion is just painful, I say ‘abduct me and get it over with already’ 
There are an army of great sci-fi and B-movie-esque games out there that 

are much better put together and more fun to play than Invasion. My 
— _ parting advice would be to go play one of those. 
aa | I Believe. ; 


The lowdown — pretty graphics and terrific music. |. 
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| one of those. I Believe. — 
Ji 


A 


- = - = парну | = тен == 
ЕНЕН tei = == = 


This is the first installment of a new feature that will look at the progression of notable games in each genre on the 


PlayStation. This month— Retrogaming. 


by Mark Androvich 


Nearly 20 years later, many old videogames are find- 
ing new life on our favorite system 


Videogames are quite unique. First of all, they have 
only been around for about 27 years. When compared 
to other forms of entertainment such as music, books, 
film, and television, they are definitely still in their infan- 
cy. In addition, as with no other pastime before them, 
they are strictly bound to the technology that makes them 
possible. While it is true that technological advances have 
been made in other fields, the evolution is far more evi- 
dent with videogames. Movies haven’t changed much 
in the last 20 years, but just look at the differences between 
the N64 or PlayStation and the Atari 2600 or Magnavox 
Odyssey2. 


In the modern era of 32-bit and 64-bit machines, CD- 
ROM storage, graphics accelerators, and Pentium proces- 
sors, there is often a“newer-must-be-better” philosophy. 
While falling over themselves to praise the latest break- 
throughs in technology, some magazines go out of their 
way to ridicule the primitive graphics of older systems 
and games and malign the tastes of those people who 
still enjoy them: But why should an interest in classic 
videogames be ignored? 


Consider how many people today enjoy watching 
movies such as Casablanca and Citizen Kane, reading 
Mark Twain or Shakespeare, or listening to the music of 
Beethoven or Elvis. Even though these works were cre- 
ated long ago, no one suggests that they can only be 
enjoyed by people who happened to be around at the 
time that they were made. No one suggests that these 
works should be unavailable today simply because the 
original medium on which they were created is no longer 
in use. 


The problem is that, unlike other forms of enter- 
tainment, home videogames are designed to only work 


with specific hardware. Imagine being unable to listen 
to The Beatles unless you own а reel-to-reel tape player, 
for example. Without an Atari 2600,a system which has- 
n't been manufactured for nearly a decade, you cannot 
play Yars Revenge unless someone gets legal permission 
and takes the time to either reprogram the game from 
scratch or emulate it for a current system. 


Coin-op videogames are in a slightly different situa- 
tion. Most successful arcade games have been translat- 
ed for the home systems of their day. Although those 
systems may no longer be around, the original game can 
still be translated for newer systems. However, bring- 
ing home or arcade games back to life for newer systems 
involves many legal issues as well as the risk that a new 
audience may not appreciate it. Thus, many coin-op and 
home videogames have faded into obscurity. 


EMULATIONS vs. TRANSLATIONS: 


Until recently, emulation — running the original code 
from an arcade game on hardware other than what the 
game originally ran on — wasn't even a possibility. The 
system you wanted to run the code on had to be more 
powerful than the hardware it was trying to emulate.The 
gap between home and arcade technology was quite 
wide for many years. The best you could get out of the 
Atari 2600, for example, was a game which sounded like 
the arcade original. It sure didn’t look the same, and often 
it didn't play the same either. Sacrifices had to be made 
such as eliminating levels or reducing the number of mov- 
ing objects on the screen at the same time. 


As home systems got more powerful,they were bet- 
ter able to handle the conversions of arcade games. 
The original Nintendo system played games such as 
Gradius and Donkey Kong which looked nearly identi- 
cal to their arcade counterparts. By the time the SNES 
and Sega Genesis became the systems of choice, most 
coin-ops could be ported to the home with relative ease. 
Yet, even after all that time, the home versions remained 
“translations.” That is, the code was programmed from 
scratch so that the game would look and play as much 
like the original as possible. 


Enter the Sony PlayStation in 1995. By abandoning 
cartridges in favor of CD's as a storage medium, devel- 
opers could fit much larger programs on a single disk. 
The processing speed of the system finally made it pos- 
sible for a home system to do what had never been done 
before — actually emulate those coin-op arcade machines. 
At long last, fans of classic videogames could play exact 
replicas in the comfort of their home. And even when 
the games are still translated, rather than emulated, the 
power of the PlayStation allows the home versions to look 
and play virtually identical to their coin-op counterparts. 


In the past few years, a handful of companies have 
come to realize that there is profit to be made from cap- 
italizing on feelings of nostalgia — in that respect, classic 
videogames are not much different than “oldies” music. 
Not surprisingly, the companies that are the most involved 
in the new genre known as “retrogaming” are the same 
ones who made the classic games in the first place 
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ACTIVISION 


The world's first third-party videogame developer 
G.e. they only made games and not the systems to play 
them on, which was unusual at the time) has been around 
since the early 1980's. They are probably best known for 
“Pitfall!” the grandfather of platform games which has 
appeared in various incarnations on many different sys- 
tems over the years. The PlayStation version, Pitfall 3D: 
Beyond the Jungle, was released in 1998 but failed to 
impress due to some frustrating controls and lackluster 
level design. The original version of Pitfall! appears in 
both that game and in Activision Classics — an Atari 2600 
emulator which features 30 Activision games including 
Kaboom!, Freeway, River Raid, Laser Blast and Keystone 
Kapers. Unfortunately, the emulated games don't quite 
match the original versions due to inconsistent frame 
rates, changed colors, and differing sounds and the disk 
contains no historical information such as interviews, 
photos, and the like. Still, to date it remains the only attempt 
at emulating classic home videogames on a modern home 
system. 


Activision also recently released Asteroids — an updat- 
ed version of the 1979 Atari coin-op which features updat- 
ed graphics, a multi-player mode, and new power-ups. 
The disk also contains a hidden version of the original 
arcade game. Recently, the company bought the rights 


toTaito's Space Invaders, the first worldwide coin-op suc- 
cess, and is said to be working on an updated version 
which^will certainly appear on the PlayStation. 


ATARI 


The company that practically founded the videogame 
industry is known for some of the most popular arcade 
games of all time — Pong, Asteroids, Centipede, and 
Tempest to name a few — as well as the granddaddy of 
all home systems, the Atari 2600. After the market crash 
ofthe early 1980's, the company split into two divisions. 
The coin-op division continued making games such as 
Paperboy, Toobin®, Klax, and San Francisco RUSH under 
the name of Atari Games. The home and computer divi- 
sion retained the rights to its older arcade games and con- 
tinued on as Atari Inc.. releasing systems such as the Lynx 
and the Jaguar. Atari Games was eventually purchased by 
Williams, while Atari Inc. was bought by Hasbro. 


: Tempest, 1980 
"| Centipede, 1980 
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KLAX, 1989. 


CAPCOM 


This company is primarily known for long-running 
franchises such as Street Fighter in the arcades and Mega 
Man at home, not to mention the popular Resident Evil 
series. As far as the little blue guy is concerned, so far 
we've seen sequels such as Mega Man X4, Mega Man 8, 
and Mega Man Legends released for the PlayStation — 
none of which have been that well-received. Capcom 


also dipped into its coin-op archives to release the Buster 
Brothers Collection which includes the original Buster 
Brothers arcade game and two sequels which were never 
seen in the U.S. 


Street Fighter is, of course, Capcom's bread and but- 
ter. The Street Fighter Collection features Super Street 
Fighter 2, Super Street Fighter 2 Turbo;and Street Fighter 
Alpha 2 Gold. The Street Fighter 2 Collection features 
Street Fighter 2, Street Fighter 2:CE, and Street Fighter 2 
Turbo. 2 


Capcom planned to release its буе volume Capcom 
Generations series in the U.S. which included arcade 
games such as 1942, 1943, Ghosts n' Goblins, Gunsmoke, 
Mercs,and Commando. Unfortunately, Sony did not give 
them the green light. Contrary to reports that Sony frowns 
on all 2D games, the more likely issue involved Capcom's 
refusal to put more than three games on each disk. The 
series is therefore only available as an import from Japan, 
and includes many games which are unfamiliar to U.S. 
players. 


HASBRO 


The toy company only recently entered the videogame 
business, although in the past it has merged with com- 
panies such as Milton Bradley (maker of the GCE Vectrex) 
and Parker Bros. (producer of many videogames for home 
systems in the early 1980's). Hasbro also purchased Atari 
Corporation, and with it the rights to a slew of Atari coin- 
op and home games such as Battlezone, Breakout, Missile 


Command, Combat, Night Driver, Warlords,Yar's Revenge, 
Tempest, Millipede, Pong, and Crystal Castles. We may yet 
see versions of a few of these classics make it to the 
PlayStation in some form or another. 


Last year, Hasbro released Frogger — an updated 
3D polygonal version of the Sega arcade classic — which 
was well-received by the public, if not by the critics. The 
license for this game was obtained through a decades-old 
agreement made with Parker Bros. when it released ver- 
sions for the Atari 2600 and other home systems. Hasbro 
is hoping to follow up this success with an updated 3D 
shooter based upon the Atari coin-op Centipede. This 
new version will also contain a rendition of the arcade 
game. 


KONAMI 


The company behind last year’s mega-hit Metal Gear 
Solid has a lengthy resume of classic home and coin-op 
games. It tried to cash in on the name recognition of one 
of its biggest hits; Contra, through two sequels for the 


PlayStation — Contra: Legacy of War and C: The Contra 
Adventure. Unfortunately, neither was able to capture the 
magic of the original. Konami also released a collection 
of its two Lethal Enforcers coin-op light gun games, as 
well as Castlevania: Symphony of the Night — the latest 
game in the popular franchise. 


MIDWAY 


The company began in 1958 manufacturing coin- 
op amusements. In 1963 it entered the pinball busi- 
ness and eventually went on to produce videogames. It 
merged with Bally Manufacturing, another coin-op com- 

pany, which-had been making pinball games 
since 1931. The Astrocade home console 
and subsequent pinball games were 
released under Ballys name, while 
videogames were released. under the 
rio Midway moniker. .Bally/ 

Ii Midway was associated with 
А many arcade hits in the late 
1970's and early 1980's-most- 
ly due to the fact that they 
were the U.S. distributor for 
Taito's Space Invaders and 
Namco's Pac-Man among oth- 
ers. The company did release many of its own 
games as well. The pinball division, Bally, was 
purchased by Williams in 1988. Not long 
afterwards, Williams also bought Midway and 
Atari Games. Today, Williams uses the Midway 
name and continues to release home versions 
of arcade games by both Atari and Midway. 


The Bally Astrocade shown 
jn its promotional Kiosk. 


He's hooked, 
he's hooked, his 
brain is cooked! 
Midway has contributed greatly to the rétrogaming 
genre with emulated games, translations, and sequels. 
In 1996, it released Robotron X—an updated version of 
the original coin-op classic. Tempest X — a PlayStation 
version of the Jaguar game Tempest 2000 (which itself 
was an updated version of the original Atari coin-op) — 
was not a Midway product, however. The rights to that 
game were retained by Atari Inc., which licensed it to 
Interplay. Midway has also released Rampage:World Tour, 
a graphically-improved version of the coin-op. 


Tempest X 
Robotron X 


Rampage World Tour 


The original Rampage. 


The Atari Games coin-ops San Francisco Rush, Area 
51,and Maximum Force have all been released as home 
versions, and Midway's biggest franchise— Mortal Kombat 


—has seen four incarnations on the PlayStation. Recently, 
Midway's arcade division released an updated version 
of Gauntlet which will be coming to the PlayStation. There 
is also the possibility of new coin-op versions of Spy Hunter 
and 720 which may eventually show up on some home 
consoles, if not the PlayStation. 


Mortal Kombat 4 The original Spy Hunter 


The original 720° 


Digital Eclipse, the company responsible for the first 
commercially available coin-op emulation (Williams Digital 
Arcade for the MacIntosh computers, later Williams Arcade 
Classics for the PC), was also the first to develop coin- 
op emulation on the PlayStation. Under the Midway label, 
Digital Eclipse has released four volumes of emulated 
arcade games for the PlayStation. Arcade’s Greatest Hits 
included the Williams titles Defender, Defender II, Bubbles, 
Joust, Robotron: 2084, and Sinistar. AGH: Midway Collection 
2 features a mix of Midway games (Burgertime, Tapper, 
and Spy Hunter) and Williams games (Moon Patrol, Joust 
2, Blaster, and Splat). Splat was never released, and both 


Robotron, Williams. 


Millipede, Atari 


Paperboy, Atari. 


Battlezone, Atari 


Joust 2 and Blaster were released in very limited quanti- 
ties. Both disks have interviews with programmers and 
photo galleries;and the Midway collection even includes 
a trivia challenge. 


Digital Eclipse has also put out two volumes of Atari 
games. AGH: Atari Collection 1 includes Asteroids, 
Battlezone, Centipede, Missile Command, Super Breakout 
and Tempest. It also features lengthy interviews with the 
original programmers as well as a gallery of promotion: 


Gorf, 1981 


Rampage, 1986 


T Narc, 1988 
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Toobin’, 1988 — 


al art and designs. AGH:Atari Collection 2 includes Crystal 
Castles, Gauntlet; Marble Madness, Millipede, Road Blasters; 
and Paperboy. Although not all of these last games could 
be emulated, the translations are so exact that few peo- 
ple will be able to tell the difference. 

Sources tell us that Midway and Digital Eclipse are 
hard at work on another volume of emulated classics 
which, thanks to the inclusion of 12 well-known Atari, 
Midway, and Williams coin-op games on a single disk, 
promises to top all previous efforts. The tentative line-up 
includes Wizard of Wor, Rampage, Gorf, Satan's Hollow, 
720; Klax, Gauntlet IL APB, S. T.U.N. Runner Toobin’, Smash 
‘FV, and МАКС. 


NAMCO 


This Japanese company helped launch and sustain 
the PlayStation with franchises such as Ridge Racer and 
Tekken. However, it is also the name behind the most 
successful coin-op videogame of all time: Pac-Man. It has 
released five volumes of arcade hits for the PlayStation 
under the Namco Museum title. Many of the games includ- 
ed in the series never saw the light of day in the U.S., 
but the collection does feature such well-known games 
as Pac-Man, Ms. Pac-Man, Galaxian, Galaga, Pole Position, 
Pole Position П, Rally X, Dig-Dug, Xevious, and Mappy. 
Since the American distribution of these arcade games 
was handled by either Bally, Midway or Atari, those com- 
panies are more associated with these titles in the minds 
of U.S. gamers. 


The first СМ) and third (^M?) volumes, which con- 
tain the games most familiar to U.S. gamers, have recent- 
ly been re-released. Although the games in the museum 
collection are not emulated, they match the arcade orig- 
inals with impressive precision. The disks also contain 
3D museums which allow gamers to access sound and 
music tests, examine the original chips and boards, and 
view photos of Japanese promotional materials. No pro- 


grammer information or interviews are available, how- 
ever, which probably reflects cultural differences between 
the U.S.and Japan. 


Early in the PlayStation's lifespan, Namco also took 
a stab at updating some of its classic games. Xevious 
3D/G+ included versions of the original coin-op, Super 
Xevious (a lesser-known arcade sequel) and a brand-new. 
3D version. Galaxian3, a FMV shooter on rails, was only 
released in Japan. In addition, at the 1997 E3, Namco 
showed a video of a project entitled Pac Man: Ghost Zone. 
This 3D platformer, featuring everyone's favorite dot-gob- 
bler in the style of Crash and Gex, may soon see the 
light of day. 


IMPORTS: 


Several additional collections of classic coin-op games 
have never made it outside the land of the rising sun: 
Many of these games themselves were released only in 
Japan, not the U.S., and therefore may not be of much 
interest to American gamers. 


Nichibutsu released Hyper Crazy Climber— an update 
ofthe classic Crazy Climber game. Konami released the 
Gradius Deluxe Pack which included versions of Gradius 
and Gradius IL two legendary shooters. Irem released 
Irem Arcade Classics consisting of 10 Yard Fight, Kung Fu 
Master, and Zippy Race. Irem also released R-Types which 
contains the classic shooters R-Type and R-Type II. This 
game is going to be distributed by ASCII in the U.S. in addi- 
tion to R-Type Delta; a new 3D game. 


As you can see, these import collections are notori- 
ous for including just 2 or 3 games on a single disk — 
some of them mediocre — whereas American gamers 
have come to expect at least 5 or 6 excellent games as 
well as photos, interviews, and other trivial information. 


R-Type, 1987 
10 Yard Fight, 1983 


R-Type Delta, 1999 


Suggested reading for retrogaming enthusiasts: 

“Phoenix: The Fall & Rise of Videogames" by Leonard Herman. ISBN 0-9643848-2-5 
"Zap! The Rise and Fall of Atari" by Scott Cohen. ISBN 0-07-011543-5 

Arcade Treasures by Bill Kurtz. ISBN 0-88740-619-x 


Special thanks to Jeff Vavasour at Digital Eclipse 


CONTROL: 


CLASSICOTRACKBALL 


One of the only drawbacks 
involved with being a fan of ret- 
rogaming is the fact that many of the 
original games were not designed 
with today's digital crosspad controllers in mind. Arcade 
games relied upon devices as diverse as buttons, dual joy- 
sticks, trackballs, steering wheels, yokes, paddles, and han- 
dlebars. As a result, some games just don’t give you the 
«same level of control while using the stan- 

dard controllers. Fortunately, collections 

such as Namco’s museum and Midway’s 

Arcade’s Greatest Hits series recognize 

-— specialized controllers such as the mouse, 
steering wheels, and analog sticks. In 
addition, some companies such as 
Namco have released joysticks which, 
while intended to be used for fight- 
ing games, work extremely well with 
the classics. NYKO has even gone so far as to release a 
PlayStation trackball controller for use with games such 
as Centipede, Missile Command, and Marble Madness: 


It is a safe bet that no matter what kind of media exists 
for music recordings 20 years from now, we will still be 
able to listen to Beethoven and The Beatles. It is also safe 
to say that whenever videocassettes and DVD's go the 
way of 8-track tapes, we will still be able to watch 
“Casablanca” Certain music; literature, and film classics 
endure. Hopefully, certain videogames will endure as well. 


Since videogaming is still in its infancy, it is under- 
standable that retrogaming — a genre that focuses on the 
classics — is also a relatively new phenomenon. It there- 
fore has not yet reached its potential. There are many 
obsolete home systems whose games have never been 
emulated for a subsequent system — the Intellivision, 
Colecovision, 5200, Vectrex, NES and others. There have 
never been any collections of emulated computer games 
for any console system either. Finally, there are many clas- 
sic arcade games which have never been emulated or 
released in an arcade-perfect translation on any next gen- 
eration console. Some of these games were the prod- 
uct of now-defunct companies — Gottlieb's Q*Bert, Stern’s 
Berzerk, and Exidy’s Venture, for example. Other classic 
arcade games are still the property of Sony’s competition 
— namely, Sega (Frogger, Congo Bongo; Zaxxon) and 
Nintendo (Donkey Kong, Donkey Kong Jr., Popeye). 
Complex licensing agreements and questions of copy- 
right seem to be daunting obstacles, but they might be 
overcome if the demand for these games is high enough. 


As the first generation to grow up with videogames 
gets older, you can be sure that we will continue to see 
more retrogaming efforts in the future. And who knows? 
Maybe one day there will be a PlayStation Classics com- 
pilation for a future system that features all of our current 
favorites on one disk, DVD, or...cube? The future sure 
looks bright for fans of the past. 
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In the 21st Century, terrorism has run wild across 
the globe, becoming a massive international threat. 
[o counter the problems, the United Nations has 
formed a special operations group of counter-ter- 
rorists, called INTER-ANTS, for International Anti- | 
Terrorists (not the best name for a covert force, but 
we'll overlook it). INTER-ANTS respond to terror- 
ist calls from across the globe, rather like the group 
from Tom Clancy’s latest novel (and excellent PC 
game), Rainbow 6. 
The biggest influence on Deep Freeze is obviously 
Resident Evil. The game is composed of 3D char- 
acters moving through 2D pre-rendered environ- 
ments, with the same sort of dramatic camera 
angles. The idea is to search through various build- 
ings and bases, taking out terrorists while rescu- 
ing hostages. Like Resident Evil, there are switches 
to throw, keys to find and the occasional easy puz- 
zle to solve. Using the radar map in the lower left 
corner of the screen, you track down the terrorists 
and blow ‘em away. 

There’s a whole strange arcade element thrown into 
the game, which awards you points for the enemies 
as you shoot them. Why? Just ‘cause, I suppose. 


Shooting fast and killing an enemy with one shot Ё b. 


Seems to give you the most points. Of course, if your 
buddy shoots the baddy, you don't get the points, 
but would you rather have a few hundred stinkin' 
points or live a little longer? 

Deep Freeze is kinda slow paced for an action game, 
which is strange, this comes from having to load 
the individual pre-rendered scenes. The placement 
of the camera angles also makes it difficult to real- 
ly lock-in on the enemies, especially when the cam- 
era shift is dramatic enough to disorient you for 
a second. This is definitely not a triple-A title, 
but Deep Freeze is a fun game. 
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> FREE 


Get a FREE copy of Crash Bandicoot 2: Cortes кы! us ИТ; 


Official Strategy Guide when you subscribe to PS 
атте) Ф195! That's a 63% savings! Gotta have that! 


11 To order by mail, send а check or money order made payable to: 


Dimension Publishing * P.O. Box 6570, Folsom, CA 95763-6570 


"Ада $3.75 for shipping & handling on the free Crash 2 strategy guide. Mexican and Canadian orders $44.95 for subscriptions plus $4.75 shipping 
& handling. (U.S. Funds). Foreign orders call for pricing. Allow 8-10 weeks for delivery. CA residents add 8.25% sales tax to strategy guide orders. 
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Í The PS Extreme Historical Ranking Chart. 
A This special EXCAVATE section finds us digging up every rating we've ever done and presenting them on four easy-to-read pages, along 
Z with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
» those older games that you might have missed (or wish you had). 
BEJIASTSIRNQUPIVISGIAMVBELS 7991073 РИД СТИМ (55 Formula 1 November 1996 9596 
A Crash Bandicoot 2 December 1997 99% Kagero: Deception II December 1998 95% 
4 Final Fantasy VII September 1997 99% King’s Field February/March 1996 95% 
v GEX: Enter the Gecko Motor Toon Grand Prix 9596 
NFL GameDay 97 February 1997 99% NCAA GameBreaker 99 95% 
Resident Evil 2 March 1998 99% NHL Face-off 98 95% 
A Tomb Raider December 1996 NHL Face-off 99 December 1998 95% 
Crash Bandicoot September 1996 Rogue Trip 95% 
Uu Crash Bandicoot 3: Warped December 1998 Street Fighter Alpha February/March 1996. 95% 
Gran Turismo June 1998 Ten Pin Alley February 1997 95% 
f Medievil VR Golf 96 April 1996 95% 
Á Metal Gear Solid December 1998 Abe's Exoddus 94% 
Moto Racer December 1997 Assualt Rigs January 1996 94% 
А NCAA GameBreaker Colony Wars 94% 
NFL Blitz October 1998 98% Einhander 94% 
NFL GameDay December 1995 98% ESPN Xtreme Games 94% 
Á NFL GameDay 98 October 1997 98% Fade To Black July 1996 94% 
7 NFL GameDay 99 October 1998 FIFA 96 January 1996 9496 
⁄ NHL Face-off 97 December 1996 98% FIFA 98 February 1998 94% 
One 98% Jet Moto 2 December 1997 94% 
Rage Racer April 1997 98% Jumping Flash November 1995 94% 
Resident Evil: Director's Cut November 1997 98% MDK December 1997 94% 
Д Soul Blade 9896 Namco Museum 3 February 1997 94% 
B Spyro the Dragon 98% NBA Live 99 January 1999 94% 
Tekken 2 September 1996 98% NBA Shootout 98 April 1998 94% 
Tomb Raider || December 1997 98% Need for Speed April 1996 94% 
а Tomb Raider III January 1999 98% NFL Xtreme August 1998 94% 
P GOLDIGAMES ISSUE) RATING PGA Tour 96 94% 
ЈА Alien Trilogy 97% Rally Cross 2 January 1999 94% 
Carnage Heart March 1997 97% Treasures of the Deep October 1997 94% 
/ Resident Evil April 1996 97% Ballblazer Champions May 1997 93% 
„ Теккеп 3 Мау 1998 97% Bloody Roar March 1998 93% 
Test Drive 5 December 1998 97% Bubsy 3D December 1996 93% 
Twisted Metal 2 December 1996 97% Descent February/March 1996 93% 
Agile Warrior F111X November 1995 96% Destruction Derby November 1995 93% 
Blasto May 1998 96% Die Hard Trilogy September 1996 93% 
Bust-a-Groove January 1999 96% Disruptor December 1996 93% 
⁄ Colony Wars: Vengeance December 1998 96% Doom January 1996 93% 
Grand Tour Racing 98 October 1997 96% G-Police November 1997 93% 
MLB 99 June 1998 96% Guilty Gear 93% 
NBA Live 98 December 1997 96% Hercules September 1997 93% 
NCAA GameBreaker 98 January 1998 96% In the Zone 2 93% 
NHL Face-off 96% Jersey Devil July 1998 93% 
Reboot 96% Jumping Flash 2 ‘August 1996 9396 
Robotron X 96% N20: Nitrous Oxide July 1998. 93% 
| | Warhawk 96% Need for Speed III May 1998 93% 
А A Bugs Life December 1998 95% Pandemonium December 1996 93% 
7 Akuji: The Heartless February 1999 95% Powerslave February 1997 93% 
Critical Depth January 1998 9596 Raystorm September 1997 93% 
Croc: Legend of the Gobos October 1997 95% Rival Schools 93% 
Duke Nukem: Time to Kill December 1998 95% Road Rash February/March 1996 93% 
FIFA 97 January 1997 95% Star Gladiator October 1996 93% 


Street Fighter EX + 


i SX. Оџебане 
|| же 36% Pandemonium 
| Thunderstrike 2 93% Parappa the Rapper 
B] necis on Роса 
Tomba! 20% Rug Rats 
Twisted Metal 9396 Test Drive 4 
World Cup 98 July 1998 93% The Fifth Element 
Асе Combat 2 o2 Те Unholy War 
Armored Core о» Тута 
Brunswick Pro Circuit Bowling 9296 Triple Play 98 June 1997 
Cardinal Syn aS es ISSUE on 
Cool Boarders 3 9296 Air Combat __ November 1995 
Crusader: No Remorse 92% Andretti Racing October 1996 
Destruction Derby 2 92% Azure Dreams 
Fighting Force 92% Battle Arena Toshinden 
Hot Shots Golf 92% Breath of Fire III 
Knockout Kings 92% Excalibur 2555 AD 
Machine Head 92% Final Fantasy Tactics 
Namco Museum 922 Dak 
Nanotek Warrior 92% MLB Pennant Race 
NBA Shootout 92% NBA Jam Extreme 
Need for Speed S5; МЫЛ 
NHL Powerplay S6 2% Рій 
Nightmare Creatures 92% Rosco McQueen 
Parasite Eve 92% Tenchu 
бешп Fre ою Trap Gunner 
Ridge Racer 92% Turbo Prop Racing 
Ridge Racer Revolution 92% V Tennis 
Stee! Reign 396 VR Baseball 7 
Streak 92% Brigandine 
Tecmo's Deception 9296 Burning Road 
The Granstream Saga 9296 C: The Contra Adventure 
Triple Play 97 92% Clock Tower 
Tunnel Bt o2% Contender 
VR Baseball 99 92% Herc's Adventures 
WWF War Zone 92% Mech Warrior II 
Assault Retribution 91% МВА Fastbreak 98 
Broken Heli ame Роа Rash 3D 
Darkstalkers ae Suikoden 
Defcon 5 oe Swagman 
Forsaken a%  TopGun 
international Track & Field 91% WCW/NWO Thunder 
Machine Hunter o O Wipeout XL 
MLB 98 91% X-Men vs. Street Fighter EX 
NHL Breakaway 98 91% Adidas Power Soccer 
Power Move Pro Wrestling 91% Backstreet Billiards 
Slam ‘N Jam 96 91% Bottom of the 9th 
Street Fighter Alpha 2 91% CART World Series 
| Test Drive: Off Road 2 91% Dark Forces 
|| Thunder Truck Rally 91% Dead or Alive 
| утыны S Final Doom 
У улаз I% На Сое 
| woms 56 Напбаїб 
unda 906 Кайа 
|| Black Dawn 90% Madden NFL 99 
Broken Sword 20% М. Dorno 
Bushido Blade 2 90% Psychic Force 
Busta-Move2 20% “Rascal 
Busta-Move 4 505  RedAsphat 
Command & Conquer: Red Alert 90% Saga Frontier 
Castlevania 90% Shadow Master 
Contra: Legacy of War 90% Shipwreckers! 
Darkstaers 8 30% — Spider 
F1 Championship Edition 90% Team Losi RC Racer 
Felony 1178 BUG Toba No_1 
G Darius 20% Uprising 
бх 20% WOW мис 
Heart of Darkness 90% Zero Divide 
King's Field II 90% Arcades Greatest Hits 2 
Kula Word 0% Auto Destruct 
Magic Carpet 20% Deady Skies 
Moto Racer 2 SZ Epidemic 
Norse By Norsewest May 1997 9076 International Superstar Soccer Pro 98 August 1998 
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Marvel Super Heroes 
Maximum Force 


Nagano Winter Olympics 
NCAA Football 99 
NHL 99 

Persona 

Rampage World Tour 
Skeleton Warriors 
Super Puzzle Fighter 
Tokyo Highway Battle 
Triple Play 99. 
Wipeout 

WWF Wrestlemania 
3D Baseball 

Area 51 

Asteroids 


Atari Collection 1 
Command & Conquer 
Command & Conquer: Retaliation 
Cool Boarders 
Destrega 

Diablo 

Dynasty Warriors 
Elemental Gearbolt 
Ghost in the Shell 

Jet Moto 

Monopoly 

Motorhead 

Myst 

NASCAR 98 

NHL 98 

Nuclear Strike 

PGA Tour 98 

Pool Hustler 

Primal Rage 

Project Overkill 
Project X2 

Skull Monkeys 
Tempest X 

Thunder Force V 
Time Commando 
Viewpoint 

Virtual Pool 

Warcraft 2 

Battle Arena Toshinden 2 
Big Bass World Championship 
Klonoa 

NBA in the Zone 

NBA Jam: TE 

NBA Live 96 

NBA Shootout 97 
Rebel Assault II 


Resident Evil and Resident Evil 2: Dual Shock 


S.C.A.R.S. 

Spot Goes to Hollywood 
Test Drive: Off Road 
Versus 

Vigilante 8 

VMX Racing 


November 1997 
November 1997 
February 1998 
September 1998 
December 1998 
February 1997 
December 1997 
July 1996 
February 1997 
September 1996 
April 1998 
November 1995 
December 1995 
January 1997 
February 1997 
January 1999 
February 1997 
March 1997 
October 1998 
February 1997 
February 1999 
May 1998 
August 1997 
August 1998 
November 1997 
January 1997 
February 1998 
November 1998 
April 1996 
November 1997 
November 1997 
November 1997 
November 1997 
December 1998 
February/March 1996 
September 1996 
February 1997 
March 1998 
February 1997 
October 1998 
November 1996 
December 1995 
February 1997 
September 1997 
July 1996 
June 1997 
March 1998 
February/March 1996 
December 1995 
May 1996 
May 1997 
February 1997 
October 1998 
November 1998 
October 1996 
April 1997 
December 1997 
July 1998 
May 1997 


8696 
8696 
86% 
86% 
86% 
86% 
86% 
86% 
86% 
86% 
86% 
86% 
86% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
85% 
84% 
84% 
84% 
84% 
84% 
84% 
84% 
84% 
84% 
84% 
84% 
84% 
84% 
84% 
84% 


Wild Arms 
Armored Core: Project Phantasma 
Bravo Air Race 

Bushido Blade 
Dragonseeds 

Goal Storm 97 

Intelligent Qubes 

Madden NFL 98 

Namco Museum 4 
NASCAR 99 

NBA In the Zone 98 
Off-World Interceptor 
Peak Performance 
Re-Loaded 

The Lost World 

Williams Arcade Classics 
Wing Commander IV 
Xenogears 

2Xtreme 

Activision Classics 

Battle Arena Toshinden 3 
Cool Boarders 2 

Formula 1 98 

Frogger 

Future Cop: L.A.P.D. 
Grand Theft Auto 

In the Hunt 

Jupiter Strike 

Legacy of Kain 

Mass Destruction 
Masters of Teras Kasi 
Monster Rancher 

Mortal Kombat 4 

Mortal Kombat Trilogy 
Namco Museum 2 

NCAA Football 98 

NFL Quarterback Club 
Ninja: Shadow of Darkness 
Overblood 

Running Wild 

Soviet Strike 

Twisted Metal 3 

VR Soccer 

Blast Chamber 

Bottom of the 9th 97 
Brave Fencer: Musashi 
Dare Devil Derby 3D 
Devil Dice 

NBA Hangtime 

Newman Haas / Racing 
Porsche Challenge 

Poy Poy 

Robo Pit 

Street Fighter Collection 
Tiger Woods PGA Tour 99 
Touring Car Championship 
VR Powerboat Racing 
Abe's Oddysee 

Blast Radius 
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Bogey: Dead Six August 1996 80% NCAA March Madness 98 April 1998 74% 
Buster Bros Collection May 1996 80% Need for Speed: V-Rally December 1997 7496 
Duke Nukem February 1998 80% Shell Shock June 1996 74% 
Irritating Stick February 1999 80% Small Soldiers December 1998 74% 
NASCAR Racing December 1996 80% Striker 96 May 1996 74% 
Pocket Fighter August 1998 80% Beyond the Beyond September 1996 73% 
Point Blank January 1998 80% College Slam May 1996 73% 
Tecmo Stackers November 1997 80% Discworld II October 1997 73% 
Tigershark March 1997 80% The Hive May 1996 73% 
WCW Vs. The World May 1997 80% Theme Park January 1996 73% 
Wing Commander III une 1996 80% Bomberman World November 1998 72% 
Xevious 3D+G ` June 1997 80% Cyberia February/March 1996 72% 

BRONZE GAMES ISSUE RATING Johnny Bazookatone April 1996 72% 
Animaniacs: Ten Pin Alley January 1999 79% Mega Man Legends June 1998 72% 
Batman and Robin October 1998 79% NFL Quarterback Club 97 November 1996 72% 
Floating Runner July 1996 79% Philosoma December 1995 72% 


Lethal Enforcers | & Il August 1997 79% Tecmo Superbowl November 1996 72% 
Micro Machines V3 February 1998 79% Zoop January 1996 72% 


NHL Powerplay 98 September 1997 79% All Star Baseball 97 July 1997 7196 
Open Ice March 1997 79% Courier Crisis December 1997 71% 
Perfect Weapon November 1996 79% Fox Sports Soccer 99 July 1998 71% 
Spice World October 1998 79% Grid Runner October 1996 7196 
WarGames September 1998 79% Super Cross 98 August 1998 71% 
Blazing Dragons June 1996 78% Hexen April 1997 70% 
Dark Omen June 1998 78% NCAA March Madness 99 February 1999 70% 
Gunship September 1996 78% орт. December 1998 70% 
Impact Racing October 1996 78% Space Hulk ‘August 1996 70% 
Jimmy Johnson Football November 1997 78% Tecmo World Golf ‘August 1996 7095 
Mega Man X4 November 1997 78% The Final Round July 1996 70% 
Nectaris: Military Madness February 1999 78% —  TINGAMES 2. — ISSUE RATING 
7 
Speed Racer Mavala] 8% Battle Stations May 1997 69% 


i 7 
Tail of the Sun June 1997 78% Beast Wars March 1998 60% d 
Brahma Force May 1997 77% = eel 
=== Big Hurt Baseball August 1996 69% + 
Criticom January 1996 77% z = 
King of Fighters 95 November 1996 69% 
Cyberspeed January 1996 77% - 
= = Samurai Showdown III January 1997 69% 
Descent Maximum April 1997 77% - 
— P Tales of Destiny November 1998 69% 
Grand Slam Baseball June 1997 77% X-Men Child a IRS AY Ар 11998 695 
Madden NFL 97 October 1996 77% — = 1 T — X on TE = 
Tennis Areana December 1997 77% © КЕТ — ost ny I T9907 s 
Dead in the Water February 1999 76% < еп а MA er : = 
League of Pain May 1997 76% Judge pisa EXER! 8 
Olympic Summer Games September 1996 6896 


Megaman 8 April 1997 76% - 
Pitfall 3-D June 1998 7695 Space Griffon VF-9 January 1996 68% 


Project: Horned Owl August 1996 76% Spawn January 1998 68% 
Rush Hour June 1997 7696 Starwinder January 1997 68% 


Sentient April 1997 76% Tetris Plus November 1996 68% 
Sentinel Returns ‘August 1998 76% City of Lost Children April 1997 67% 
The Divide May 1997 76% Bio F.R.E.A.K.S. July 1998 65% 
Total Eclipse Turbo November 1995 76% Bug Riders January 1998 65% 
Battlesport September 1997 7596 Casper November 1996 65% 
Bottom of the 9th 99) September 1998 75% Street Racer. December 1996 65% 
Crypt Killer April 1997 75% Caesars Palace December 1997 64% 
5 Мау 1996 75% Power Serve Tennis November 1995 62% 
Fox Sports Golf 99 July 1998 75% The Crow May 1997 62% 
Master of Monsters: Disciples of Gaia November 1998 75% Incredible Hulk March 1997 60% 
Olympic Soccer August 1996 75% Sim City 2000 September 1996 58% 
Psybadek February 1999 75% Cybersled January 1996 55% 
Rally Cross May 1997 75% Alien Virus April 1996 52% 
Ray Tracers March 1998 75% Apocalypse January 1999 49% 
Riven March 1998 75% Circuit Breakers August 1998 49% 
Street Fighter Collection 2 October 1998 75% Punky Skunk January 1998 40% 
Crime Killer September 1998 74% Novastorm November 1995 

Independence Day April 1997 7496 Revolution X April 1996 

Krazy Ivan February/March 1996 74% Dragon Heart March 1997 

Mortal Kombat 3 November 1995 74% NCAA Final Four June 1997 

NBA Live 97 January 1997 74% Batman Forever March 1997 


DO ALL THOSE NUMBERS MEAN? 
98-100% 90-97% a 80-89% 70-79% 
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